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It’s here at last! We get to take apart the 
final version of NiGHTS! Quite frankly, 
this game will leave you completely 
breathless, which is why we’ve dedicated 
eight whole pages to tell you all about it! 
Easily the most impressive title of the 
year so far, this feature should display 
why this nightmare warrior has caused us 
many a sleepless night! 














ATHLETE KINGS 42 

Sega have finally decided to 

release their Saturn conversion of 
the coin-op Decathlete in the UK, 
and bar a name change, the Saturn 
version remains exactly the same! 
Take your pick of competitor from 
all the participating countries, but 
watch out for the UK contender - he 
looks set to leave the competition 
standing! 


VIRTUA FIGHTER KIDS 48 
The Virtua fighter posse have gone 

ized this month in this all-new 
kiddie version of the most popular 
fighting game on Saturn! Find out 
exactly what Shun looks like when 
he’s squashed down to a fraction of 
his former size and discover the 
option that allows you to carry out 
the most complicated combos by 
simply hammering the Saturn pad’s 
buttons! 


SEGA: THE ARCADE WINNERS 54 


Most of Sega’s coin-op titles are now 
making their way to Saturn, but 
there are a few that have slipped 
through the net over the years. We 
round up most of the big titles from 
Sega’s vast arcade portfolio and 
earmark the ones we demand to see 
on Saturn in the future! 


TOMB RAIDER 58 


Core have been responsible for some 
of the most innovative console 
games in the past, and their latest 
offering is no exception! Tomb 
Raider has just been signed up for 
release by Sega, and features some 
of the most stunning 3D ever seen 
on the Saturn! We take a look at the 
first playable version of the game! 


ALIEN TRILOGY 62 
After a wait of something like 
eleven months, the first playable 
version of Alien Trilogy is finally 
here! We take a trip down to 
developers Probe’s headquarters for 
a first look at this brilliantly gory 
shoot ‘em up! Plus, we get to quiz 
the programmers over some of those 
Saturn-only features! 
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ell, we're all pretty bleary eyed at the moment, from a marathon ses 
WwW sion playing NiGHTS. There’s no doubt about it, this is absolutely the 
most addictive game we've had in the office all year! In fact, when this first 
arrived, there was a huge crowd around the TV for hours and people were 
even standing on the tables to get a look at the game! Luckily, as we've played 
it so much, we're in the best position to tell you all about the ins and outs of 
each level, which is why we've dedicated eight 


pages to it later on in the issue! It’s been a 
pretty good month for software all round really, 
with both AM3’s Athlete Kings and AM2's Virtua 
Fighter Kids featured this month — the good 
news is that both of these titles will see a UK 
release later on in the year. More about that 
later on in the issue though ~ in the meantime, 
read on for details of how to win the very first 
UK copy of NIGHTS and a 3D controller! 


Sam Hickman, Editor 






















Dx Saviour is almost finished and although the text within the title is still in 
Japanese, it shouldn't be too long before a UK version reaches these shores! 
Sega were so impressed with the game that they have decided to sign it up for 
release themselves meaning that a UK release should be definitely on the cards. 
Created by Climax, Dark Saviour has been in development for over a year now, and 
is probably the most ambitious RPG ever seen on the Saturn. Played from an iso- 
metric perspective, the game includes much more action than has been seen in 
previous RPGS on the Saturn such as Mystaria, and technically, it’s loads more 
impressive. For instance, there’s transparency effects, impressive bosses, loads of 
nice 3D bits and a great storyline too - one which DOESN'T involve wandering 
around landscapes exterminating trolls. Basically, you're stranded on a boat with a 
crew and a huge big monster. Unfortunately, the monster has escaped, leaving a 
trail of dead bodies all around the ship, although the monster itself is nowhere to 
i be found. Obviously, it’s your job to 
i as track down the monster and save all 
rr ae 
a Er % the people on the boat, which is why 
te x you've been decked out in a suit of 
armour and been given a pet bird to fol- 
low you around. We still haven't 
worked out the significance of the 
bird, but it’s probably very 
important indeed. ‘ 
In addition to the great 
graphics of the game, this is 
unique in that you can change the 
perspectives as you're playing, 
enabling you to see around blocks \\ 
and revealing parts of the game 
that would otherwise be obscured. 
The release of Dark Saviour will 
be a major event for Sega, as the title is 
so innovative — and is certainly unique 
in the fact that there's nothing like 
this on any system at the moment. 
We'll have a full showcase on the 
game for you next month, but in 
the meantime, here's some 
shots from the latest version for 


you to have a look at. Pe 
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The action adventure title has been largely unex- 

plored on the Saturn, unlike the PC, where there’s 

an avalanche of titles every month - and very 

popular they are too. Games like D have proved to 

be pretty successful on the Saturn, but have been 

criticised for not being long or innovative enough - 

which we think is probably fair enough although D was pretty enjoyable. Anyway, Torico looks set to 

change the image of interactive movie style games forever, with an incredibly dark setting and very 

involving gameplay. In fact, although the game isn’t out for another couple of months, the Japanese 

are already going mad about it, which can only mean that once translated, the title will be big over 

here too. Basically, the main aim of the game is to discover the mystery behind a very spooky 

Spanish town, which you somehow end up in after escaping from jail. Everyone in the town is 

incredibly weird, and the character you play ends up getting stabbed right at the beginning of the 
game, which leads to some even more strange 
encounters. 
Anyway, Torico seems to be pushing the interactive 
adventure much further than anything has before, with 
puzzles to solve and action scenes as well as the usual 
wandering around alien environments looking at pretty 
objects. In fact, the entire adventure has a film feel to it, 
especially as most of the characters look like something 
out of a Quentin Tarantino film. Sega have signed up the 
title for release over here. although there’s no firm 
release date at the moment. Look out for more info on 
this one, just as soon as we get our hands on a version 


with UK text. 


If you skipped the news section and read the NiGHTS showcase and review first, 
then you'll already know how brilliant the game is. In fact, you'll probably be 
wanting to know how you can get hold of a copy of your very own. Well, the 
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means you ‘li have up to seven weeks to wait. But aha! if you're a loyal reader, a 

there's a chance you could get your hands on a copy of this excellent game 

way before everyone else — but you'll only be in the running if you enter 
our competition. Bear in mind, there’s only one winner, and that lucky 
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order for us to get the prize out in time, the closing date for this competi: al 
tion will be 20th August, so be sure to get your entries in before then. 
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Hi! My name is Jim. | want to be your friend. 
Will you be my friend? Thankyou. 


OUT... 


title. 





the Saturn's technical capabi 
product from Shiny. 


AWAY! 


Bomberman's coming to Saturn! And with any luck, he'll be coming to the UK too! 
The Saturn version of the game is already complete and although it hasn't beer 
signed up for release in this country yet, it's been rumoured that Sega 

game up for release under their own name. 

Bomberman has always been extremely popular on console, and this version 
should be no exception either especially since it incorpora 
Yep, it’s hard to imagine ten people playing Bomberman ai 
will be absolutely brilliant! 

Another bonus point for the title is the fact that it w 
Saturn — you won't find developers Hudsonsoft porting this 
Playstation! There's no specific release dates for the title yet, altho 
finished, it’s thought that it could be on the shelves within a 
couple of months. We'll keep you posted! 
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GET YOUR WORMS 


Earthworm Jim enjoyed an amazing run of success 
on the Megadrive, mainly due to its innovative 
trickery and a wicked sense of humour. Rumours 
of a Saturn-only conversion were flying around a cou- 
ple of months ago, but it seems this version of EWS will be released across 
all formats inthe coming months. The eventual publisher is likely to be 
Virgin, but even they have remained uncharacteristically tight-lipped over the 


‘Anyway, from what we saw of the title at the E3 show, the Saturn version (in 
fact all the 32bit versions) is not actually all that different from the 16-bit version, 
which is a bit disappointing really when you think about what could have been 
done with the game. Even so, anyone who missed out on the second game 
because they'd already bought a Saturn will no doubt jump at the chance to get 
hold of this one - it’s certainly excellent fun even though it’s not exactly pushing 
ities. A nice stop gap until we get to see some 32-bit 















SEE THE 
CROW! 


This one has been in development for so 











long, that almos forgotten 
that the film ever existed. ne that 
except for Acclaim who are determined 





to get the game out on the shelves by 
early Autumn, Apparently the title will tie 
in with the second Crow movie which will 
be released this summer ent 

eh?) and will take the form 
bat game, where the playe 
to four opponents at any one time. This is 
another title that is currently unplayable 
at the moment, but a video of the 
was up and running at t 






















verdict? Well, if this one’s g 





hit, the programmers still 
work left to do. More soor 





aled by SEGA SATURN MAGAZINE in our la: 


hit Command and Conquer will be 








e, smash 





released on the Saturn sometime later in the year, with 


whopping six-month lead over the Playstation 





version, which is unlikely to b released at all his year. 


Anyway, last month, we brought you news of 





in, but no actual Saturn screenshots. But, 


naged to get hold of a bona fide Saturn 








this month we've m 








shot. As you can see, the two versions (Saturn and PC) are 





practically identical and work on the Saturn version is storming ahead, with the 
game currently standing at around d 30% complete. 


This title i 





1g to be absolutely massive come Christmastime and has won 


many awards from the 
PC community for its 


exc 





lent gameplay 
Will be a sure fire hit 
with all strategy fans 
and is sure to win 





rts too. 
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AM2 UNVEIL 


Last month, AM2 released details on another character that will appear in the awesome Virtua 
fighter 3. Known as Taka Arashi, this huge sumo wrestler will prove to be more than a match for 
the other competitors in the game, and this 
addition to the title means that there's two new 
characters to look for 

ward to in VF3 (the 

other one being Aoi, 

For more news 

on VF3, turn » 
to page 96 

now! » 
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GET YOUR ORDERS IN! 


‘Sega’s new Analogue Joypad will be on sale at the same time as NIGHTS, 
which at the moment is scheduled for a September 5 release. A pack-in deal 
containing both the game and the joypad is thought to be going on sale for 
£59.99, and a standalone for £24.99. Demand for the add-on is likely to be 
very high, so if you want to be sure to get your very own pad, make sure you 
order one just as soon as you can. 





INTERACTIVE 
MOVIES 


Interactive movies have been a bit thin 
on the ground since the “Double 
Switch” days of the Mega-CD, but 
they've always been pretty popu- 
lar in the US, which is no doubt 
the reason why Segasoft (they 7 
of Bug Too! and 3 Dirty 
dwarves fame) have decided to 
create an all new interactive 
movie adventure for the Saturn. 
Entitled Sacred Pools, the main 
thread of the story involves a very 
sparsely clothed young woman, who is the 
uberbabe of the sacred pool. She fires lots of 
lasers around all the time and looks really hard. 
Although 
development on the 
title has only just 
begun, we have y 
seen an early 
version of the game 
and the standard of the FMV is very high, 
although we haven't actually had a chance to play it 
yet. This will definitely be released in the UK, and 
although no release date has been conformed 
at the moment, the title is likely to be on the 
shelves in the early Autumn. Look out for a 
preview soon! 









The new Sonic game was unveiled to thunderous applause at the recent E3 show, but 
since then, the game, along with its creators, seems to have gone into hibernation, with 
no new versions of the title arriving at the moment. The reason for 
this is probably that the programmers worked so hard to get 
the E3 version together and it will be some time before any 
new versions are unveiled. However, Sonic X-treme will still 
be out by Christmas and you can expect to see extended 
coverage of the title coming up in the next couple 
of months, Anyway here's a few extra pictures 
that we didn't manage to get into the last issue 
— the pictures are taken from a video, so they 
aren't as high quality as you'd expect to get from 
the actual game. But, Sonic X-treme still looks 
‘fantastic, and when the new versions do finally 
arrive, it's likely that there will be loads more 
impressive features in to be found in the 
game! Stay tuned for more info! 





LOADS OF NEW TITLES 


BMG have just announced their Autumn/Winter line up, and among the vast amount of stuff on offer is 


a fair few Saturn titles. And here they are: 


Sort of a shoot ‘em up but with a big deadly spi- 

der instead of a submarine or something. Pit your 
creepy crawly 
against load of 
other nasty insects 
and see who comes 
cout on top. Our bet, 
of course, is on the 
big nasty spider. 


Ybviously, this is a game about a tank. Take your tank 
around various urban environments and smack the 
ving daylights out of just about everything. The 
graphics are already looking very sophisticated on this 
ane, although it's still pretty early in development 
More as soon as we can get anything on the title, 


FIRO AND 
KLAWD 


Guide these two groovers through various 
scrapes in their own psychedelic version of the 
world at large. It’s a sort of arcade adventure, but 
there's a few other styles in there too. Ignore the 
purple loons and big pink shades — this could be 
big although there's not much to see on the title 
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WEAR A SILLY HAT 


Following just about every other major software publisher, Sega are sponsoring their 
very own festival this summer, which will take place between 2-4 August. The Earth 
Energy Music Festival will be held at Beddington park, East Croydon, and has three 
separate days for Jaz, Dance and Soul. Featuring names such as Courtney Pine, Mica 
Paris, and Alison Limerick, plus dance acts Orbital, Jah Wobble, IT) Bukem, DJ Rap and 
Fabio, with licensed bars, wind powered marquees and of course, interactive enter- 
tainment from Sega, should be one of the biggest festival events of late summer. 

Tickets cost an arm and a leg to the average guy on the street, but we have 
three pairs of tickets to give away to the first readers who answer this question 
correctly: 


Q: Which famous English festival was NOT held this year? 
Answers to: FROLIC INTHE FIELDS, SEGA SATURN MAGAZINE, PRIORY 


COURT, 30-32 FARRINGDON LANE, LONDON ECiR 3AU. The first correct entries to 
reach our offices will receive the tickets. 
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if you want to buy tickets for the event, call Ticketmaster on (o171) 344 4444 





CHEER UP! 


Last issue, we announced that Philips will be bringing their back catalogue of titles 
to the Saturn in the near future. However, they also have a bunch of new games up 
for release over the next year too. Down in the Dumps is a point-and-click adventure 
starring a family of aliens who are about as big as a thumbnail. They decide to take a 
holiday on Earth, but find that things aren't quite what they're cracked up to be — in fact, 
they get into all sorts of scrapes. 

This won't be out until next year, but we've already seen a demo of the title (on PC 
only) —here’s a few character sketches until we can get hold of some proper pics. 





im 


SATURN MAGAZINE CHARTS 
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fi Gud Wt 5s TE Ione Sd year to READER CHARTS 
‘SEGA SATURN MAGAZINE, PRIORY COURT, 30-32 FARRINGDON LANE, LONDON EGR 
3AU. Anyone who has their charts printed will receive a game for their troubles! 





ATURN 





EVERY NIGHT, BEFORE 1590 70 BED, 1 Pur 

ON MY FACE. 
IF WORKS WH) LE / SLEEP, UNBLICKING MY 
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This month sees the overspill from the E3 show - bee UEC USE LEU an CL Ma eee 
month, so they’ve had to appear in this section instead. CUO URGE LOR CET 
DULCE C EC CURR UR ee LeU Comat anasto 
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Saturn only. And why was everyone so bothered? Well, because they all want to 
play their creepy adventures. Ha! Serves them right for buying a Playstation! 
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Blimey. She's not a shy girl, is she? Anyway, 1 
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* W hen Rayman was released almost a year 
ago, there wasn’t much in the way of 
platform games available for the Saturn. In fact, 
there still isn’t. But even so, Rayman still received a 
rather stern reception from the games press, probably because 
despite looking the part, the gameplay remained distinctly 16- 
bit. Luckily that’s all about to change for the sequel, with Rayman 
making much more of an effort for his second adventure. 
So, while the sequel is still a platformer, there's quite a lot that’s 


new for this little goblin type guy. For example, much more use is 
made of 3D than in the first title and the action is far more fast fw 
paced than before, On a first playtest, this seemed to be much 

more in-depth than before and dare we say it, actually seemed fun! Thisis 
another one due for a late Autumn release, although it’s already in a fairly 
advanced state ~ expect to see a preview next month. 


It looks really good, even at this early stage. 
More on this one soon. 








n some ways, Street Racer on the Megadrive was the Sega answer to 

Mariokart. It was really fast, had loads of wacky cartoon characters and 
even had a four player split screen option. There was certainly nothing 
else like it on the 16-bit machine. 

There's nothing else like it on the Saturn at the moment either, espe 
cially when you consider that Ubisoft are planning to incorporate an eight 
player split-screen option into the Saturn version of events. Now that's 
what we call ambitious. The screen will be split into eight horizontal 
strips, and will need the use of a Sega tap to get 8 players on screen at 
once — from these screenshots, it certainly looks like it will be very chaotic! 

As for the rest of the game, the 3D is much improved over the 32bit 
version and the graphics are already looking very nice indeed, With any 
luck this should be a welcome addition to the Saturn's portly portfolio of 
racing games, and it’s probably the first 
humorous take on the 
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‘As you can see, there’s loads more monsters in the 
‘second game than there was in the first, which should 
‘mean that there’s loads more depth to the game too. 
Should do well if it stays on course. 
ao 









UBISOFT 
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genre that the Saturn's seen. How it will stand up to Codemaster’s 
excellent Micro Machines 3 is anyone's guess, but at the moment it’s cer- 
tainly looking like it will be a high profile title. More in a couple of months 














Hey! A massive improvement over the 16-bit 
version, isn’t it! 













ell, what else would you expect from the 

Wi company that brought you the “Jam” 
games? Yep, Acclaim are definitely determined 
0 make the most of this stretched-to-the-limit 
license, and this time they're teaming up top 
basketball players with Warner Brother cartoon 
characters to make a “wacky” basketball sim. 

Actually, there's a bit more to it than that. 
Space Jam is also set to be one of the year's biggest movies (in the States 
at least), starring Magic Johnson, loads of other NBA stars and all the 
Looney Tune classic characters. The general theme of the film, as you 
would imagine, is to create the best basketball team of all time in a most 
hilarious manner. And as far as the game goes, it probably means that you 
get to do all sorts of things with the players that you c 
ketball - producing mallets, bashing people over the head, that sort of 
thing 

Anyway, although there’s not much to see on this one at the moment, 
development is coming along at a very swift rate and should even be ready 
for preview next month. All being well, of course. 
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ell, you've got to hand it to them. They sure know how to make the most 
Wit of a license. Yep, we've seen Mortal Kombats 1&2 on just about every 
machine known to man, but you know what? We've never seen both of them, 
together at once. Now why didn’t anyone think of that before? Oh, that’s exactly 
what Acclaim have done here in this double-the-gameplay-half-the-price package. 
Not at all a cash in, simply a chance for all those Saturn owners who missed out on 
the first two Mortal Kombats to get a look at what it was like in the old days, 

With arcade-perfect graphics on both of the versions and all the secret bits 
and pieces included, this is sure to be a hit with all the complete die-hard MK fans. 
out there, although others may be a bit 
miffed by it when they can 
go out and buy Mk3 for the same price. 
As Acclaim already have the rights for 
the first two games it shouldn't take 
them too long to convert the titles to 
Saturn, which fully means the 
double pack will be out on the shelves 
by the end of summer, Look out for the 
forthcoming review. 
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0 most people, Waterworld is the movie known only for its over the top 
Tee and budget-breaking expenditure. Oh, and for Kevin Costner’s 
strange gill things too. But, despite being one of last year’s most high profile films, 
the usual temptation to rush out a game-of-the-film was passed over, and Ocean, 
who had bought the license when the film was in development, began think 
about creating their own version of events. 

One year later and they're still going. THe Original project was destined for the 
Megadrive, but once the Saturn was released, they decided to develop for the 
superior machine instead. Currently around 20% complete, the project should be 
finished by Autumn, and should be on the shelves in the UK by around October 











ame itself follows the Waterworld theme, with you taking charge of 
fy OWn, battleship and charging around a vast expanse of water. Obviously, 
the mainaim is to blow the hell out of everything that moves and keep your own 


yoi 








[pout of trouble! At the moment though, it's difficult to see how this is going to 
K as thevversion we saw had no enemies programmed into it and was only run 
ning on one level. However, the 


in the very eat future as now the basic engine of the game has been programmed 





hould be much more progress made on this title 


in, its easier to complete the rest of the levels. 
Anyway, provided the gameplay is up to scratch, this should prove popular 
gst shoot em up fans. More nearer its release in the Autumn 
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Make a statement. Declare your independence! A Halifax current account is all about freedom and spontaneity. 
With over 8,500 cash machines at your disposal, you can get to your money and spend it how you like, when you like. 
Interested? You should be. 


Call us free on 0800 10 11 10 for an info pack or pick one up from your local branch. You'd be mad not to. _——— 


HALIFAX 
go mad, open a Halifax current account. === 


NALIFAX CURRENT ACCOUNTS (MAXIM) ARE SUBJECT TO SATISFACTORY APPRAISAL OF STATUS AND FINANCIAL STANDING, CREDIT FACILITIES (INCLUDING OVERDRAFTS AND CHEQUE ;CH CARDS) 
ARE ONLY AVAILABLE TO PEOPLE AGED 18 OR OVER. WRITTEN QUOTATIONS AVAILABLE ON REQUEST FROM YOUR LOCAL OFFICE OR HALIFAX BUILDING SOCIETY, TRINITY ROAD, HALIFAX, WEST YORKSHIRE, HX1 2G. 
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€ previewed Blam! Machinehead a 

couple of months back, stupidly 

thinking that it would be out on 

the shelves a few months later. 

Howe stupid we were to listen to 

those evil programmers who always 
lie about when their games will be finished. If 
they'd been telling the truth, they would have 
said that for the last few months all they'd been 
doing was playing footie down the 


park, eating ice lollies and getting \ 
sunburnt. But | suppose that Y 
would have got them in trou- = 


ble with their bosses. 

Anyway, the point of all 
this is that Blam! still isn’t 
finished and probably won't / ia 
be out until around 
September. This means 
that in addition to finishing the 
original code, the programmers 
have had time to add a few little 
extras into the game (and, take a q 
few out that they thought weren't F 
working quite properly). 

For anyone who didn't get to see the preview 
the first time around, 
Blam! Machine head is 
a 3D blaster quite simi 
lar to Panzer Dragoon 2 
except that instead of 
riding a big scary drag 
on, you get to ride a 
bomb instead. And 
there's actually a good 
reason for this - a pro: 
fessor, in an attempt to 
save the world from a 
mad scientist, has cre- 
ated a bomb which will 
blow all evil mutants 
off the face of the 
earth. Unfortunately, 
while enlisting the help 
of a fellow professor, 
she has somehow man 
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aged to get herself 
strapped to her own 
bomb and is now 
whizzing about all over 
the place, in dire need 
Of rescue. In fact 
unless she finds the 
evil man behind the 
creation of all the 
mutants, the bomb will 
explode and the only living hope the 
A entire Earth has will cease to exist 
SY Bit of a scary prospect isn't it? 
Anyway, as you've proba 
bly guessed by now, you take 
} onthe role of professor 
Kimberly Stride. She doesn't 
wear very many clothes for a 
scientist type, but she does 
have good intentions. Her ulti 
mate goal is to reach and 
destroy the huge evil comput 
er/human known as the machinehead. The game 
takes place on a much-devastated earth where 
huge mutant spiders roam around barren land. 
scapes and normal human beings are very thin on 
the ground 
The actual gameplay, although taking a stan 
dard first-person perspective shoot ‘em up view, 
involves quite a heavy amount of strate 
gy. To complete each level,you'll have to 
fulfil very specific mission objectives, 
such as releasing a train from a sta 
tion (you'll get to see it moving 
around the level ) so that the power 
can be restored to an electricity gen 
erator. There’s also keys dotted 
around each level, the collection of 
which will allow you to access new 
terrains. It’s also essential to collect all of these 
if you want to get through to the next level. 
Although the ultimate aim is to meet Tony 
“Flabby” Defresco and save the world, sub 
missions must be completed simply so your 
co-professor Orville doesn’t decide to deto: 
nate the bomb that you're riding on 
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he’s a bit of a pervert you see, and after rejecting 
his affections he’s decided that he might want to 
kill you instead. Nice guy, eh? 

Obviously, to meet all the specific mission 
objectives the presence of some pretty awesome 
firepower will be required. Luckily, more powerful 
weapons can be be picked up as you progress 
through the levels, and even at this incomplete 
stage, some of the weapon effects are absolutely 
stunning. For instance, there’s a “storm” weapon 
that can be picked up which produces a light: 
ning storm and kills everything in its vicinity. 
The actual effects are very realistic, and really 
make the most of the Saturn's capabilities - 
there's even going to be some translucent 
effects in the finished version 

At the moment, there's only a cou 
ple of levels of the game that are actu 
ally playable, but Core are hoping to 
have the game finished within the next 
month or so. This should hopefully mean 
that we get the game in for review next 
month. Well, that’s what they reckon 
anyway. 
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HE IS THE MAN. 


The guy behind all the evil goings-on is one Tony “Flabby” Defresco. After work- 
ing for research company Senclair for some years, he decides to use their 
research for his own ends. While Senclair has developed micro machines to 
complete everyday tasks, Defresco used them on himself, to develop his own 
body — in a vain attempt to attract the laydees. Unfortunately, this didn't work 
and the DNA began to mutate. Eventually, Tony became even more twisted and 
generated a virus that would wipe out everything on the planet. Except for him 
of course. After he let it loose, almost everything on the planet was destroyed. 
But Tony began to reanimate things and all the beings left on the earth began 
to have a huge fight, obviously making it a very dangerous place to be. As you 
can imagine, that's why scientist Kimberly Stride wants the carnage to stop. 
That's why she’s built a huge bomb to, er, blow everything away. 


It might look like a bobsleigh but it is in fact a 
bomb that our heroine is regretably stuck to. 


The in-game action is viewed 
from a first-person perspec- 
tive, with your two cannon 
turrets clearly visible. 


LEVEL ONE MISSIONS 


Remember we were saying that there's loads of different tasks to complete 
before each level is finished? Well, for example, in level one there's three differ- 
ent areas to explore, each infested with plenty of spider cocoons. In this mis- 
sion, there's key puzzles to solve, trains to follow, trains to get ahead of, can- 
nons to destroy, areas of land to rebuild, giant spider webs to dodge and a 
huge queen spider to annihilate. Blimey! And that's just the first level! 


Whenever the world is threatened you can bet 
a mad scientist is involved somewhere. 








espite a pretty low 

profile, Basketball is 

becoming increasingly 

popular in the UK. It’s 

going to take usa 

while before we get 
anywhere near the standards of all the 
US shenanigans seen on TV, but hey, 
when thou art crap at sport, taketh 
part in exercise of the videogame 
kind! You can always pretend that 
you're just learning the rules. 

Actually, there's already been a fair few basket 
ball offerings on the Saturn, and one in particular, 
NBA Jam Tournament Edition was just about as 
good as it gets on console. But luckily, if you're into 
basketball, then this summer is going to be 
absolutely great for you, because there’s loads more 
basketball sims on the way. However, there’s never 
been one developed by Sega before now, has there? 


| 
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Ahahaha. Well, not on Saturn anyway. Until now, 
obviously. 

Sega's first Saturn basketball effort is 
a rather fancy little number that goes 
by the name of NBA Action. 
Featuring all the players and 
teams from the real NBA 
tournaments, apparently it 
will make you "Feel the 
rush as the gameplay will 
bring you into the surreal 
word of the NBA”. Crikey. 
NBA Jam TE certainly 
wasn't anything like that. 
Plus, as well as all the right 
teams and everything, cer- 
tain players have their own 
signature moves, which can 
make for some spectacular play 
once you 
learn how to pull 
the moves off. Also, the 
game is quite unique in 
that the players’ attrib. 
utes change as the 
game is being played — 
depending on the play. 
er’s performance. This 
means that if you begin 
with the best team but 
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This might look a bit complicated, but all its 
showing is the path that the ball took. 





Look! These are the actual players from real 
basketball. With their own real names! 
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lose every game, your players’ statistics may drop as 
the games progress. Which obviously makes this 
more realistic than other basketball sims 
available. 
The version shown here is 
almost 100% complete, with very 
few changes to be made before 
it actually goes on sale. And, 
ona first playtest, it does 
seem to play very smoothly, 
although it has to be said 
that this is a way more realis. 
tic representation of basket- 
ball than say, NBA Jam. You'll 
see none of the “big head” 
trickery here — it’s just 100% 
realism all the way down the line. 
Which is probably loads better if 
you're into basketball in real life, even if 
it does mean that there's a little less sheen to 
the proceedings. 

‘As NBA Action is practically finished, it's likely 
that it will make it out on to the shelves by the end 
of August. Which is just about the same time that 
BMG will have their own version of events, Slam and 
Jam (reviewed this issue) in the shops. Which one 
will take the majority of the basketball fans’ cashola 
remains to be seen, but our money's on this one. 
Look out for the review next month! 


Ms youcan ser, it’s complete realism all the way. 
















All the players look on in awe as this very tall 
man shoots a basket. 








Line dancing is part of the fun 
(yawn). 








«hte makes it through the defenders, and makes an attempt on {Js it going in or not? A very tense moment for all the players _...It’s in! What a hero. You gotta hand it to the lad, They should 
the “hole”... involved... give him a medal or something. 
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The problem with basketball sims is that despite 
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their real-life counterparts, But, that’s all set to 
change in NBA Action. Each player has their real 
face digitised and when the game's intro runs, the 
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There's loads of different angles to view the action from — some of them are up with the players on 
pretty realistic. Like this one. However, you can't chop and change them at ran- J} 0) 

dom (well, not when they're shooting), 





he year is 2071, and interplanetary 
forces are at war. And this isn’t some 
minor disagreement type of war. 
Nope, this is fully-blown, destroy the 
entire planet kind of war. Some plan- 
ets have already had their entire pop- 
ulations wiped out - for instance, Pluto and Mars, 
‘once supporting thriving communities are now 
almost completely barren. All the people have been 
wiped out, and the one lone survivor has fled in 
search of safety. That person is Jessica Darkhill, and 
it’s up to you to help her out. As First Lieutenant of 
the Ares Interception squad, she was there to see all 





of the action that took place in the war on Mars and 
amazingly, she survived and escaped to the nearest 
Lunar Base. However, rather than being let off lightly, 
she’s ben signed up for the next conflict, along with 
the nth Squadron of the silver dragons. And, the like- 
lihood is that this will be the last conflict ever - the 
Kresh Rhan armada has returned to the mother ship 
for refuelling and is about to launch an attack on 
what's left of the universe. 

Luckily for you, your first mission is here on 
Earth, where you must free the streets of 
Manhattan from alien 
attack. Then it’s out into 
orbit where you'll face 
the enemy in full as 
they prepare to take 
over the inter-universal 
defence system. The 
only way to stop these 
ruthless enemies is to 
hunt them down, one by 





Tinea Cop mixed with Starfighter 3000 


one and finally come face to face with 
the grand commander. 

As you've probably gathered from 
this ruthless storyline, Chaos Control is a pure shoot 
‘em up, with a first person perspective, explosions 
galore and a vast array of weaponry. However, the 
most appealing feature to the title is that it uses the 
Virtua Guns ~ in fact it’s the first title that utilises 
the guns since Sega's own Virtua Cop! This alone 
should ensure it proves popular with shoot ‘em up 
fans, although we'll be reserving our judgement on 
the title until next month, when we'll be receiving 
the final version of the game. Catch our review then! 
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Hey there! It’s the Virtua Cop gun - and you 
can use it in Chaos Control as well. 


This is one of the interesting life 
froms you'll meet...and kill! 
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ideogames by their very nature are 
always a bit bizarre. Who remembers 
Dynamite Heady on the Megadrive - a 
little animal thing who could dislocate 
his head and chuck it at enemies? And 
what about NiGHTS? He’s a creature 
with the ability to fight nightmares on behalf of little 
children. Now, there’s no denying that’s pretty 
strange. Oh, and don't forget all those dodgy Japanese 
‘Mah Jong games. But we're not even going to talk 
about them because they're rude. 





However, despite the tendency to always err on 

the surreal side, once in a while there's a videogame 

that is sooo weird we don't know quite what 

to make of it. Keio Squadron is a bit like that 

Although it’s essentially a platform game, 

and an easy one at that, there's load of very, 

very bizarre ele Vo 
ments through- Lo 

out the game. But | 

suppose that’s Wétause 

this is a game basedumgea 

feudal time in Japan 

the Edo perio) Gai 

the designers have 
gone a bit madypayd 

the backgroundsdf aeid 

wash colours dd madeall 

the monsters really, really 

big. Kind of like Alice diy 
Wonderland. And who's the 
hero in this adventure? 
Well it's little girl dressed 
in a rabbit costume who 

fights the enemy with 















“\. Cute bunny girls flying across 
a war-torn Japan? Yoiks! It’s 
Keio Flying Squadron! 
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KEIO FLYING SQUADRON ON THE MEGA-CD 
IT'S NOT REALLY LIKE ANYTHING ELSE ON SATURN 
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the aid of her pink polka 
dot umbrella. Wh 
Anyway, if you're a 
f a Sega loyalist,you may remember Keio from 
t was released on the Mega-CD around three 
years ago. In fact, the 16-bit version was surprisingly 
similar in concept with the action alternating between 
platform levels and side scrolling shoot ‘em up bits. 
The graphics, while similar in character and style are 
much improved over the 16-bit version with intricate 
backgrounds and huge, huge bosses. In fact, the boss 
es in Keio are probably the best thing in the whole 
game - there's gigantic sumo wrestlers, psychedelic 
tea servers, even huge crab monsters! And while 
they're not exactly difficult to defeat, it’s still really 
also thanks in no small way to 
Rani's vast array of weaponry ~ from little pink umbrel 
las to over: that she whips out and bashes 
enemies over the head with. incidentally, when she 
does this, her expression changes from butter-would- 
n't-melt to something akin to Minnie the Minx. All of 
these elements combine to make this a compelling, if 
a little simple title that has the most fun Japanese 
graphics we 
If you're the sort of person that gets fed up 
~ with standard platform action after a 
while, you needn't worry too much, because 
ere's flying levels to this game too. In addi 
tion to fighting the evil army that's attempting 
invade Japan, Rani also has a pet dragon, Spot 
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really good fun. This 

















seen all year. 








a fo Helpiher through the airborne levels. Spot can 


breathe fire and launch missiles and is 
actually pretty handy in the destruction 
department. Which incidentally, is just 
.ssas well when you're up against the likes of 
Spstembcars and stranded Russian astronauts. 
The version of Keio that we've played is 
Basically complete and all being well, the title will 
BE On the shelves by mid-August. As well as 
pleasing platform fans, should attract anyone 
who's even the slightest bit interested in pure 
Japanese games. Oh, and anyone who's mad 





This is one of the 
levels in the title, And just 
like in real life, you only get 
one go at things, 





The sharks (below) will attempt 
to take bites out of you as you 

fly through this level. Stay close 
to the top of the screen. 








FLY, LITTLE ONE! 


Here's one of the flying levels. While they're not 
exactly the most challenging levels in the game, 
they're very cute and cuddly. Plus you get to shoot 
things like flying teddy bears and strange little 
beasties that really have no business being either 
in the air or in outer space. It’s all a bit weird 
really. But it is dead, dead good 
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MONSTER MASH 


Some of the bosses in Keio Flying Squadron are just plain weird. For instance, 
on this level, you bump into a couple of sumo wrestlers, just as they're 
about to have a big fight. Now, we're not sure whether they're relieved 
or upset that you disturbed them, but one of them promptly turns 
into a raging spinning top and tries to stamp on your head, Poking 
him with an umbrella seems to do the trick for a while, but after a 
couple of prods, he then turns into one of those things that you 


s “F put on the end of a pencil and spins all around the level. Why he 
‘ + 





There’s loads of these golden 
bunnies strewn all around the 
levels. You can collect them, 
although we're not sure what 
they're for 





does this is anyone's guess. | suppose he must be pretty mad, 
after all. Or maybe he’s possessed by the devil 





Look at me! I’m completely Now watch me turn into a 
normal! strange monster! 





These little fellas give you a helping hand by allowing you to jump on their 
heads, therefore allowing you to reach the golden bunnies. 












& ® this time it’s a strange cat. 


It’s a runaway ghost train! One of the easiest i win] 
parts of this level. Ce 


Aww. Look at little Rani. Doesn't she look cute? well, that’s because 
she is really cute. But get her angry and you'll wish you'd never 
been born. you see, when she gets angry, she turns into a com- 
pletely different person. Just like the incredible hulk. Her face 
goes all scrunched up and she gets really really mean. And that's 
when she starts to get her weapons out. She can use her little 


‘7 umbrella to smack enemies over the head, her mallet to, er, smack 
va x her enemies over the head and her little bow and arrow to shoot 
} darts into the enemy. The umbrella also has another use — it shields 
& Rani from overhead missiles and also gives her a parachute-like 
landing when she's airborne. 
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to achieve the highest goal of all in a fight for glory, 
a fight for GOLD. 


+ The first true 3D multi event sports game. 





+ 15 different sporting events to contest, in one or multi-player mode. 
+ TV-style camera views and commentary of all events. 
* 8 players in network mode on PC CD and multi-players on console. 


+ Athletes’ movements perfectly recreated through motion-captured 
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+ Compete against athletes from 30 countries in Olympic Games oF“ 
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Olympic Games excels in the playability stakes, combining speed ¥ 
& skill control with breathtaking end-to-end Olympic action. 
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ell, full marks to Sega of America for 
the imaginative title of this beat ‘em 
up offering. it’s not something you're 
going to forget in a hurry, that’s for 
sure. But despite conjuring up visions 
of yellowed old men in long raincoats, 
Three Dirty Dwarves is about as kiddie-friendly as it 
gets. Well, if you call imprisoning young children and 
forcing them to design super-advanced 
weaponry kiddie friendly. 

You see, that’s what Three Dirty 
Dwarves is all about — the plight of 
the high-spirited, fun loving kids as 
they battle against the system 
After being imprisoned for most of 
their little lives in a security com 
plex, four highly intelligent kidlets 
have created their won alter-reality 
by ignoring their real environment 
and playing dungeons and dragons 
instead. Little do they know that in a far off 
dimension their every die-roll changes the real 
lives of the three dwarf characters they have selected. 
When they roll a 20, an inter-dimensional portal opens 
up and every single character from their adventure 
falls through it, bound for an earth city. And where do 
they end up? Why in New York of course. 

‘As you can imagine, it's not everyday that the 
average New Yorker gets to see dwarves and trolls, but 
when the three dwarves join up to destroy all the 
nasty orks, they quickly become national heroes, But 
instead of being all happy and jolly they're very stern 
lipped about the whole situation because what they 
really want to do is get back to their home planet and 
blow up a few wizards. Or, get jobs creating nuclear 
bombs for corrupt heads of state, But to do that 
they're going to have to track down those pesky kids 
and get them to play another D&:D adventure which 
will hopefully change their fate. And, if they find the 
kids, there's a good chance that they'll be set free to 
play in the fields and skip in the streets just like all 
other good kids do, 

So, it's a very complicated storyline, just like all 
the best D&D games. But despite being based on the 
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Dungeons and Dragons RPG, 

Segasoft haven't plumped for the 

usual wanderabout adventure 
incorporating loads of text et al. 
Instead, they've chosen a side scrolling 
beat ‘em up, similar to Streets of Rage (in 

parts). Each of the three dwarves has a differ 

ent array of moves to inflict upon the enemy, ranging 
from slinging baseballs to hurling bowling balls. 
Strange weapons for Dwarves, but then they are from 
a different dimension. 

The gameplay is split up into a variety of short 
levels, with the basic goal being to beat up just about 
everything on the screen. There's a massive array of 
enemies to defeat in the game, ranging from onion 
breath-breathing orcs to mutant rats. Also, when the 
dwarves get damaged, or indeed when the dwarves 
damage a mutant, a still screen appears somewhere 
on the screen displaying the amount of damage you've 
caused to an opponent. This happens on all the levels 
apart from the boss levels where there is much more 
movement around the screen. 

We had a quick play of this title at the £3 show, 
and while it’s not quite up there with some of the top 
titles that are currently wowing Saturn skeptics, it's 
pretty light hearted and certainly plays well. Luckily, it’s 
almost finished too, so you can expect to see a review 
in our next issue 






















Skate in and out of the 
traffic! 








This is one of the side-scrolling levels of the 
game. It’s quite good fun, too! 


THREE DIRTY BOYS 


These are the imprisoned boys (plus a friendly referee) responsible for the 
chaos that is currently tearing through New York. They've got themselves into 
Sa enue uae ee Sy 
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release three dwarves and a vast number of trolls through an interdimensional 
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moved from a medium risk security enclosure to a high risk one, giving them 
Pies ue Ce a Ue uu a eee 
now wandering around the streets of NYC, wreaking havoc wherever they go. 


Well, would you believe it! It's a take on the 
“classic” mine cart level! How funny! 
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letter 


PO Oe hee CRG oe ain er ate seem ig 
OR TUR Re ee RU eR CE Ue Te 
along with your letters, an ice cream. A chocolatey one preferably, or perhaps a Mini Mi 
RUS a Tr oe MRM CM CRM RUC Re a 
bag things because they’re no good to me all melted and sticky and dribbling out of the envelope. Send your 
lollies (and letters) to me at FULLY AiR-CONDITIONED LETTERS, SEGA SATURN MAGAZINE, PRIORY COURT, 30- 


32 FARRINGDON LANE, LONDON ECIR SAU. Thank you. 


PS Actually if you can find any of those Funny Feet lollies I'll be your best friend. They're my favourite. 
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enon an eu ee ear ene 
tain game is an essential buy. This is because | just can’t afford it. 

I bought my Saturn just before Christmas with Virtua Fighter. Later | 
ee eee eu sun ans eT 
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because not everyone can afford them. 

Tee a a eee ee ec) 
COM een ee eS Re a an 
must buy this game and you are a fool if you don’t”, just remember that we 
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Calm down. And, you're missing the mark a bit. We're not saying that 
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speech. 
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be converted onto PC along with games such as Sega Rally, Virtua Cop and 
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titles onto the PC? 
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Charles Livesey, Blackburn, Lancs. 


BD Wee-e-ee-eel, Chiggs, that’s actually TRUE. 
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PC, and some PC-only educational titles too. But 
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TO ALL THE LOVELY PEOPLE AT SSM, 
CURR eC eee ee ee a 
console games aren't just there for the sake of being in a game. They want 
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NiGHTS looks like he's trying to escape from the magazine 
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of Britain (Ireland as well) to send in the name of “My Kinda Woman” in a 
Ce et Ri eR oe RT 
think? | think it’s the best idea in the world. See ya old chums of SSM. 

EC Penguin, N Ireland. 
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ing box. If you ever have the chance to look at it, as you carefully stack it 
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the words “Two-player head-to-head link-up” printed in the top right hand 
corner. 

After seeing this | read the instruction manual for the first time in 18 
years of my life and no further information on this subject or any hint was 
Pam 
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for the Saturn? Or is it a possible host for the new Saturn link cable? Please 
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Bazookatone, Defcon 5 and Victory Goal). 
PES MC Re ee Ree Tg 
them. The ones that | did are superb, ie Sega Rally, FIFA 96 and Bug!. My 
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up. Which is what | like about your magazine. | like to be informed. 

One thing that puzzles me is how a game like PGA III can knock the 
See RUT eet er a aes 


Eh eer 








Pee es 
eee ee LOT Ee Ue 
Mee ee ur cad 
Seer e 
Ce ae Le 





What is it with Bug! and wives? Everyone who writes in these 
COA CU ue ner ee eee 
aCe Uc eee en era 


YOUR WiSH iS OUR COMMAND 


DEAR SEGA SATURN MAG, 

Hello! | have always wanted to be a games reviewer for a magazine and | was 
wondering if | could be a reviewer for you! | have had a Saturn since Xmas and | 
have unfortunately only got two games (Virtua Cop and Worms) but this still 
Cee io a a ea nad 
ple come to me for advice on game buying etc. 

If by any chance you do have a small space on a page for me to 
PO ue eee Ra eo l 
Se Ree es Ce er ay 
ee Rue A ere ne eT) 
Pe eer Co ue eee ee ue 
DC oer se eRe re 

AEA 

te eI ee 

PS I'm only 14 and you need a teenager's point of view. 


<> Well since we are so nice and everything, we've decided to give you 
your own review space in this very issue. So here it i 








ADVERTISE GOOD THINGS NOW 


DTT 
Why are Sega letting the PlayStation gain first place in the market place? 
Oe ae CuSe CM tke eur a ee es 
Oc aCe cur cee eeu nema Rc 
OR CR ee oe at ce) 
ee cus Oe eer 
SCRE neo Ce LCR ee LC ee) 
departments. 

But everyone knows it’s not hardware that sells a console, it's the 
POU CUR Ror ce neck on ROT 
Poe ea eee ee Rr a 
eee ue CRO Roe ae re 
PoC ca hase er 
PoC oc CC Rm Tce) 
ce 

DRC CMe Rea ud Ts 
Pee UE cu ES eeu CN a os 
ee RUC ee ee eas 
Denes eta ue ee RA arte 
ec eee A 
eT 

PU Ce Re ee Ces 
PT ee Cece eC) 
Re ae eee era) 
Cs 

Us ee 


ae sue 








A BONA FiDE GOOD iDEA 


PTV) Wen 
I've recently hired out Sega Rally from Blockbuster and | must say 
teres 
er Coe 
Pree 

tues Cag 
Ce eg 
Reece aac) 
eee cor va) 
Ce ne aCe 
ea a noe 
Cnc oe 
Pca eee Ie ae 
tice | got a bit bored. 
Ce Au Ry 
Pee ac 
Se a ad 
ee aR urs 
Remo ur ee s 
used to store backgrounds why not rally tracks? Just think, a cartridge with 
(OR Ate er Re Re ee er eric 
people wouldn't mind paying. | know | wouldn't! If that worked we could 
Cee ene eee Ta 
know it probably wouldn't work but if it did Sega could make a lot of 
DSA Ce Red 

Cer a eae er 

PS Sorry about all those exclamation marks, | can’t seem to help it!!!! 





<> That's actualy a really good idea. Sega could make ita fixture of 
Ce smu RUC sy cue ra cee ie 
tridges (although that might damage the fortunes of sequels). The con- 
Re ae eu eee Rue Une UC Rdg 
ee ee Aue cc ea 
oe es ue ee Ree Rn kare 


SATURNS ARE THICKER THAN BLOOD 


Tee 
! love my Saturn like a brother, more than my brother in fact, but I’m a little 
Pee ee Len ae em eng 
Pe ee ake a Oca CS 
but a few — but now (almost six months later) the rate of decent game pro- 
duction seems to have slowed down considerably! 
Tra eur Cs eee Rea ett 
Dee eet aCe ee eee nd 
ported over from the PlayStation, there seems nothing 
to waste my hard-earned pennies on 
The problem is that a friend of mine has a PlayStation, 
so we play to death a lot of the titles now available, or soon- 
Ree ee ee ne ee 
Loaded — and now I'm loath to spend £45 on something that 
won't provide that “brand new” gaming experience. | hope 
ROS ee eR er 
MCR Tg 
RU en eco 
Ue eu 
i 
Pee Te 
arena Ts + 


Mee ee 
agua rad 

Ra eed si ea 

your point, Danny Boy Irish Eyes 

ee aa ec 

actually got a pretty exciting 

Tee ae ca 

De 

Come on, cheer up lad. 








If your gaming nous is titchy, bone up on 


the gen with Maslowiczy — he’s the main games man at 
Sega, and more dour than an album by Suzanne Vega. 
Yes, it’s that time of the month again readers, where 
we put YOUR questions to OUR man at the big S and he 
shows off by answering them. if your brain hurts 
because of a strange Sega query, why not write to him 
at AMERICA RRRRAAAWKS!!! Q&A, SEGA SATURN MAGA- 
ZINE, PRIORY COURT, 30-32 FARRINGDON LANE, LONDON 
ECLR 3AU. We'll do our best to help you out. 





TEACHERS TODAY, EH? 
DEAR SEGA SATURN MAGAZINE, 
This is the third time | have written to you and you haven't 
answered my previous letters. The last time | wrote to you 
was when you were called er...Sega er..er.. what was it now? 
‘Ah yes! Sega Magazine, | think it was. So anyway will you 
please please please print my letter because I've always 
wanted to see my name in a magazine. 
11 know this question isn’t to do with games but | would like 
to know what's happened to Tom Guise. Has he been trans 
ferred to another mag or what? Because | enjoyed reading 





his reviews/showcases. 
2Soon I will have some money to buy a game. lam a driving 
‘games freak and was wondering which to get out of Sega 
Rally or WipEout as | can't decide. Which one do you think | 
should get? 
3 Lastly are there any games being developed at the moment 
on the SGL.0S? if so, what? 

Chris Moore, Odsal, Bradford, W Yorks. 
PS Sorry about the handwriting, but | think you should blame 
that on my English teacher, as she never taught me how to 
improve my handwriting, Teachers today, eh? 


eS ‘Tom was deport- 
ed to CVG because 
he's ugly. But he still 
writes the occasional 
thing for our mag. When 
we can stand to look at 
his hideous face. Or he’s 
wearing a bag on his SRL) 
head. 2 Sega Rally for oo a 
sure. 3 They're now onto 
SGL 2-1, a superior ver- 
sion, and lots of games 
will be using it soon. 


STO Ceo 
SRR 
a 


GIZZA JOB 

DEAR SSM, 
Ihave a few questions Id like to ask you, O knowledge 
able one! 
1 Have you (SSM) got a web site? If so, what is it? 
2 Are Oasis better than Blur (sorry | just had to askl)? 
3 Is there or will there be a screen saver for the Saturn, as 
when | play CDs the screen does linger on for a long old 
time? 
4 Will there be an animation program for the Saturn? 
5 Why do Mr and Mrs Beat 'Em Up keep re-vamping old 
(but good) 16-BIT beat ‘em ups? Are they just making an 
example of the saying "same stuff, different day”? 
6 Can you give away some more demo disks? And don't 
say “Be patient my child” or anything along those lines. 
7Can | be a reviewer? You lot are my heroes! 

Robbo, Abingdon, Oxon. 


=, 1 Not at the moment, although Sega have one at 
SF WWW.sega.com. 2 Why yes. 3 That’s highly 
unlikely. 4 So's that. 5 Why mess with success? 6 We will. 
7 Sorry pal. 
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HE'LL KILL US ALL 
DEAR SEGA SATURN MAGAZINE, 
Please answer the following questions as | need to know 
(or I'll kill you) 
1 Are Sega going to introduce a budget range for their 
older games, like Clockwork Knight and Daytona? 
2 Is Resident Evil going to be released on Saturn? 
3 When is GunGriffon going to be released in the UK? 
4 Are 32-BIT versions of Vectorman and Gunstar Heroes 
on the cards? 
5 Any plans 
Streets of Rage games? 





1 compilations of the Thunderforce and 





6 How about new versions of the above? 








7 Will Daytona 2 be possible to have a 4-player mode via 
split screen and link-up? Please. 
Thanks for your time, oh and please release KoF ‘95 as it 


is absolutely amazing 
Christopher Bexley, Gwent, 5 Wales. 


ee ' Maybe. 2 Probably not. 3 July. 4 Rumours sug- 
gest that one is. But we can't say which. 5 Nope. 
6 Yes, for at least on of them. 7 Possibly. Maybe. 
ly. Mayt 


FORGOT HiS NAME 
DEAR SSM, 
Please can you ar 
1 Will Manx TT Superbikes come out on the Saturn? If so, 
when? 
2 Will there be any more Virtua games 





swer these questions. Thank you. 





here be any more shooting games using the 
Virtua Cop gun? 

4 sit true that Bug 2 will be a shoot ‘em up? 

SEGA SATURN MAG is the best magazine and Saturn is 
better than the PlayStation 

The Nameless Wonder, Oxley, Wolverhampton. 


ez; | December, just in time for Chrimble. 2 Loads, 
mate. 3 V Cop 2 and Policenauts for starters, plus 
more in the pipeline. 4 Noooo0o. 


AN OLD FLAME WRITES 
DEAR SSM, 
After reading your magazine for about a year and a half 
(starting when you were Sega Magazine and | had a 
Megadrive) | have decided to write in with some questions 
11s Command and Conquer going to be released on the 
Saturn? | have played it on my PC and it is a brilliant 
game 
2 What will you put on your next demo disk? 
3 Will the new Daytona have more tracks? 
4 When will AMg make their own solo game? They 
helped AM3 with Manx TT. 
5 Why does no-one sell Darius at £29.99 as stated for the 
RRP in your Out Now feature? Everywhere sells it at 
about £44.99. 
6 Who is the character in the middle of your Guardian 
Heroes review with the red armour and green hair? 
Thanks. 





Paul Salmon, Hampton, Middx. 


ez ‘es indeed, and there's a six month exclusive on it 

too ~ so no PlayStation version until next year. Ha 
ha. 2 Wait and see — but hopefully it'll be NIGHTS. 3 Oh hell 
yes. 4 They won't. Sorry. § They're ripping you off. The RRP is 
£29.99. Report them to the police. 6 Lenny. 


-_.. 


(ABOVE) Nice to see mirror shades back in fashion. 
ee 


it on our Saturns? Not long, homebodies. 
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me} 


1:20 
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I'VE SEEN THE LIGHT, BROTHER! 
DEAR SSM, 
Firstly I'm only a newcomer to your mag and I'm glad 
that | have seen the light because your mag is brilliant 
and kicks every other mag's butt. So now | would like you 
to answer the following questions 
1 Will Virtua Cop be coming with a new gun? 
2 Will the new Daytona be cheap like Virtua Fighter 
Remix? 
3 Is the PlayStation a better machine because we always 
seem to be getting second-class conversions? 
4 Will the Saturn be able to cope 
because the graphics look amazing? 





ith Virtua Fighter 3 


5 Will there be any “Strike” series games from Electronic 
Arts coming on to the Saturn? 
Yours sincerely, 
Stephen Armstrong, Maghera, 
Co Londonderry, N Ireland, 


MZ; ‘You'll be able to buy it without the gun if 

you've already got one. 2 Unfortunately not ~ it’s 
a lot more than just a remix, it’s a whole new game. 3 
No. 4 Yu Suzuki thinks so, and who are we to argue? 5 
Soviet Strike, shown in News last issue. 





oe oe md og <n e 





& SEGA SATURN 









ATER to 
SCRIPT ett (a ade ATs A 
HOM TEST) 
sia Ti 
messy ey re eto 
cuit CATS Te ett) 2.1 en 
TSE CT YR eV Te iT the 


x VF eels 
os a eet ae 


t all started a few years back with a hasty pentil sketch of a skinny, 
Pc he te a eater cece 





formations later,this unlikely hero merged as Sonic the Hedgehog, 
fastest land mammal in the world of Mobius and tiie biggest thing to hit 
pO ey a dr tt a eeu REN at 
Sonic, and his first game spawned numerous sequels, along with cartoons, 
T-shirts, cakes and all manner of other merchandising. Sonic’s strength lay in 
tthe quality of both the games and the character within them. Time had been 
Pe ur ta ee eae ceca eure 
SCO Rue OA eee incl 
Pea eerste 
a ena une ea i aan ar ee ee 
Dees Chu RCo ecu eT EGR eer 
Le ea sd Ske cee tar eed 
Pkt eee eat 
against in the games war. Now we all 
aural Cou eER AS 
COSTS ETT men Reel 
Pee eae een Sauna Une ees 
Se ue Luke ee eeuet eae 
\ Playability, slick presentation and of course, a 
Pee eg ir keer came Tt NA ean EE 
Pree NO Tet re UTR Seite 
Team. The result of their labours — first revealed EXCLUSIVELY in 
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BY MTHS 


>> Agame based both in and 
on dreamland, NiGHTS grants you 
control of an all-singing, all-dancing, all-fly- 
ing, all-Paralooping hero, a demon of the 
Nightmare world whose spirit of playfulness 
and individuality has displeased his masters. To 
escape the soul prison into which he is interred 
NIGHTS teams up with two youngsters, both of 
are suffering from bad dreams due to t! 
joubles. The deal is this — NiGHTS will 


his control — but it’s with 
Ik of the game) that it 




































DOWN FOR A-LIFE 


A few issues back we spilt a few beans on the Artificial Life 
(or A-Life) system employed by NiGHTS. If by any chance 
you missed that issue (because you're stupid or something) 
we'll just explain it again. It’s a feature developed by the Team 
which evolves Nightopia and its inhabitants. The more you play the 
game, the more your surroundings and their occupants change. New 
Nightopians appear, their cultures expand, and their environment 
throws up new hills and valleys. In fact, if you're in the right (or 
wrong) place at the right (or wrong) time you can actually be decked 
by a new plateau springing up from the floor! A-Life is one of the 
things which tells you that there’s more to NiGHTS than just beating 
the end boss - there’s always something new going on in Nightopia 
Elliot's Ideya a (A-Life is saved to memory) and better still, your action in destroying 
free to tackle his own the Nightmaren and rendering the joint peaceful directly affect the 
proceedings! 





















This abandoned car chase: 
NiGHTS along the grow 


Once NIGHTS beats them all he’s 
free forever, and it just so hap- 
pens he foils their plot to take 
over the realm of Nightopia— land 
of good dreams the way. 
So how does 'S lay his hands on the Ideya? Why, by cunningly 

negotiating a num urses, known as Mares. Each Mare holds the key to 
an Ideya, along with r of hazards and bonuses. Mares, being magic 

n to the start (by 
completing the loop cours collecting enough 
Chips (all explained elsewhere), if@ NiGHTS to fly through Each of the characters ia NiGHTS has their own brilliant rendered intro, setting the scene 
three or four times before moving on. Afteryou've freed your Ideya, deposit it DOC OE CLUE OCL GCM UCC eee 
at the Ideya Palace and you're off to the next course. Once all four Mares of a ee ec MO 

level are completed, it’s on to the boss. This may all sound 


simple enough, but just you wait until you get a go of it.. l= a | 


ANALOGUE IN ( 


NiGHTS is the first game to utilise Sega's new 
analogue controller. This might seem like a bit of 
a gimmick, but once you've played NiGHTS you'll 
realise that the looser, easier to roll and more 
accurate analogue pad is almost essential if you 
want to get the most from your little flying jester 
bloke. Obviously analogue pads are also ace for other 
games too (especially driving games), but this certainly comes 
into its own with Sonic Team’s latest. Honest, it is just like flying. It is. 

























SLED CITY 


Another feature of NiGHTS we revealed in a previous issue was the NIGHTS 
Bobsled — a section of the game where NiGHTS hits the ice in bobsleigh 
form and rides slalom, collecting bonuses on his way. Well this section is 
finished now (it’s in the Frozen Bell stage) and it’s absolutely ace! NIGHTS 
bombs down the slide at a million miles an hour, and his movement up the 
slippery sides - where most of the goodies are secreted — is affected by his 
velocity and turn angle, much like in real life. You'll probably have to tackle 
this bit a couple of times before racking up enough Blue Chips, but that’s 
no bad thing as it’s an exhilarating change of pace. 





BRAKE IT DOWN 


All this flying in the sky business is all very well - but what happens if 
you start feeling all airsick and queasy? Well, unlike with ‘planes and 
helicopters, with NIGHTS you can just stop for a while to get your breath 
back. Doing this couldn't be easier, as NiGHTS’ big floppy shoes act as 
superb air brakes. Simply pressing the L and R buttons at the top of top 
of the pad together halts NiGHTS in his tracks almost immediately. 
However, there’s a n even neater trick on offer - each top button 
corresponds to the representative foot, and by only applying one airbrake 
NIGHTS begins to dance in the air, spiralling and pirouetting around on 
his heel whilst changing direction, or twisting his whole body around 
whilst flying. This doesn’t seem to make a big difference to the game 
itself, but it does make a big difference to the feel when you're playing it. 
It might just look like faffing about, but it feels very serene. Although 
you're not going to believe that until you play it. 


This is Gillwing, the first boss. And also the 
name of a cafe near my house, oddly enough. 





































a ES 
Ooh dear, it took a while to complete that 
course, not much bonus time remaining, And 
that means fewer points, Bah! 





Links make points. And what do points make? 
Why they make higher scores at the end of the 
level, and that's the aim of the game. 


Na 


NeeRe UAE Re CUCU eee ear) 
RAE ne eee een et ek eee ee 
Oar ae Cun i te ee eA a s 
Pe ne Re een mee Cad 
Se aes eee CEC ee eee re ees 
Ca em eee Cue ae Cee Rea 
should NiGHTS find it he’s able to swim around looking for bonuses 
St Cu AER er a OR aC 

rr Ree eo Use ease 
nel switching lanes to find the best bonuses and hit as many loo 
Pere OR ee ee Cee CRTC 
NiGHTS’ flipper-powered endeavours. 
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LOOP OF FAITH 


Sometimes NiGHTS encounters a yellow and blue 
loop. This is a bonus loop, and it’s a very good idea 
to go through it. NiGHTS’ star trail changes — for a 
limited period only - to a solid yellow ribbon 
of light, and by performing Paraloops of 
various sizes he can rack up bonus 
points. The loops go from Small 
through to Large and Giant, with dif- 


- 


ferent points for each. The real fun, though,. comes in using NiGHTS’ air- 
brakes to dance in the air, performing Twisters, T Drops, Pirouettes and 
Hurricanes. It takes a while to work out what these are exactly, as 
opposed to randomly twisting the pad, but it's worth persevering as it’s, 
excellent fun showing of to your friends and generally poncing about. It 
really does feel like flying in a dream. We're not just saying that. 


That multi-coloured hoop is the source of the 
pleasing sub-game with the ribbons. Aah. 


Look at that gorgeous trail. Eeh. if only you 
could see it moving, you see it's amazing. 





IKILL YOU! HA HA! I KILL YOU! 


Included within NiGHTS is a separate 2-player split-screen VS mode 
option. One player controls heroic NiGHTS, and the other the evil Reala. 








The characters are placed into a confined arena (with a big pointy thing 
in the middle) and fly around attempting to Paraloop or Drill Dash each 
other into submission. The winning player is either the first to score 
three hits, or he who has the most belts under his belt when the time 
limit runs out. It’s a pretty entertaining little diversion, but we're slightly 
doubtful as to its lasting appeal. Still, what do you expect for free? 
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Ooh, little Elliot looks all 
excited about his first level. 
Bless his little socks. 
























KNOW THE DRILL 


NiGHTS abilities are multifarious — you can certainly tell he was 
created as a top-flight ninja demon by the Lord of Nightmare. Apart 
from the Paraloop he's in possession of another, simpler attack. 
Pressing either A, B or C sends NiGHTS into a Drill Dash. As the 
component names of this technique suggest, NiGHTS spins around 
and shoots forward at an accelerated pace. This bashes any 
Nightmarean NiGHTS hits into oblivion, and also allows him to turn 
quickly by spanging off walls or other indestructible objects — plus of 
course it makes it easier to reach the Ideya Prison when you've only a 
couple of seconds of NiGHTS-time remaining. However using this 
ability costs NiGHTS energy - there’s only a certain number of times 
he can use his spin, indicated by the green bar in the bottom-left cor- 
ner of the screen which diminishes with each twist. Luckily there is a 
way for NiGHTS to top up this bar ~ by gliding through the many 
floating rings which occupy each level. Every time NiGHTS shoots 
through one his Drill Dash energy is restored a tiny amount. With 
careful enough flying it’s possible to fill the bar right up — enough 
energy to fight most bosses with! 


PLAY BETTER TO WIN THE GAME 


Whenever either of the kids wakes up and their dream is ended, NiGHTS 
imparts some final words of wisdom to aid them in their future 
attempts. Each of these game hints is fully illustrated, partially to 
demonstrate how to perform the actions mentioned, and partially just to 
look lovely. Many of the hints are actually specific to the section of the 
game in which your journey came to an end. Sadly all the ones in our 
version were untranslated from the Japanese, so we've had to guess 
what they're about for the most part. 


You might think that chips are just those potato things you have with 
your tea. But you'd be wrong - there are all sorts of chips, some of which 
are relevant to NiGHTS. Silicon chips inside your Saturn run the game, 
Pn eg ae ee cl Rar eel er em a 
eRe eer eel at ee ai Riel 
their cages (known as Ideya Capture) by depositing sufficient Chips with 
in them, so NiGHTS’ first priority is to gather enough for the job. The 
amount of Blue Chips required varies from level to level, but you'll know 
when you've got enough because the Chip Counter in the top left corner 
of the screen turns from blue to orange. Beginners should cash their 
Chips as quickly as they're earned, as once NiGHTS’ flying time is over 
he'll plummet to the ground, scattering the baubles across the floor and 
leaving Claris or Elliot to pick up after him. Expert players, however, 
should note that they can save precious bonus-scoring time by heading 
around the course until they've got all the Chips they need — and then 
racing around again for bonus Chips before depositing the Ideya for more 
NiGHTS-time. 


Fly through the trees, with the greatest of 


And leaves. An possibly little biting 
= abet alg 


CLOCK THE HAMMER 


We all know what it's like - you're right in the 
middle of an exciting dream about teaming up 
with a flying sprite to rid the world of night- 
mares and a familiar ringing enters your sub- 
conscious. At first it works its way into the fabric 
of your imagination, until your dim brain finally 
recognises its chirp and awakens you. You 
might struggle to keep your alarm clock from 
ruining your fun, but it’s generally inevitable it 
will. Uniess, of course, you really are teamed up 
with a flying sprite. See, when Claris 

or Elliot are in human form, they're 

constantly chased by a giant flying, 

ringing alarm clock, which casts the 

shiny light of dawn down upon 

them. Should the kids find 

themselves trapped in its beam 

they'll wake up, thus ending their 

adventures. the only way to save 

them is to run like the wind to avoid 

the dreaded bells until you've col- 

lected a NiGHTS-freeing Ideya. Now 

NIGHTS takes over the dream, free- 

ing you from the attentions of the 

timepiece that could spell the end 

to your hopes of musical stardom. 

Or basketball stardom, depending. 





Ao ase at ee 





Ea . a 
WHAT’S THE SCORE? 


When NiGHTS (or Claris/Elliot) completes a Mare, his performance is 
rated in terms of the speed at which the Chips were collected, the 
number of Nightmaren toppled, the number of links racked up and most 


crucially apart from speed, how many bonus Chips were collected. A 
polygonous rotating rating appears, and marks you from A to F. If you 
complete the Mare as one of the kids you're in for an automatic F as 
you've squandered your NiGHTS time. If you've been good and scored 
loads of bonuses you'll get an A. The balance of your Mare scores and 
fight against the boss gives you an overall total score for the level. This is 
pretty important, because you can only fight Wizeman once you've 
scored a C or above on all your levels. So, for a tip, after collecting the 
Ideya within a Mare, your best bet is to not cash it in straight away, but 
to tour the Mare a couple more times collecting all the Chips again 
(they'll have turned gold to notify you of their bonusdom). Now cash in 
the Ideya and hopefully you'll do okay. 











STAGE DRESSING 


NiGHTS’ environment is littered with 
accoutrements which help or hinder his 
progress or sometimes both. Some are obvious 
such as the barrels suspended in the sky shoot NiGHTS out at 
super-speed should he pass through them. Some aren't, like the 
semi-translucent air pockets which bounce NiGHTS around like bumpers 
(again at high speed, but making your controls unpredictable). The tricki- 
est ones are the bonus barrels. These bright orange balls float in front of 
NIGHTS after he makes contact with them. A number on the side of the 
barrel indicates how many hoops it wants to be manoeuvred through (or 
how many objects you have to pick up with it) until it splits open to grant 
you extra points. If you're especially lucky you might even get a power-up 
too. But be warned — earning such bonuses is nowhere near as easy as it 
sounds, you have to pull off a performing seal act and steer the thing 
with your nose, hoping against hope it doesn’t just float away. 


i (Be) 


‘SPEED UP 





















RED ARROWS, SCHMED ARROWS 


NiGHTS’ main magical ability is his Paraloop. As NiGHTS flies through the 
air, a trail of mystical star energy disperses behind him. If NIGHTS joins 
these stars together by performing a roll in the air he opens a vortex 
which sucks all the matter within it into space. The bigger the Paraloop, 
the more powerful the vortex. This means titchy ‘Loops merely catch 
enemies and Chips inside their parameters, bigger ones draw in objects 
just above or to the side, and humungous ones vacuum everything in the 
surrounding area into their heart. Good objects, like stars and Blue Chips, 
are deposited straight into NiGHTS’ pocket, whereas bad ones such as. 
Nightmaren vanish, never to be seen again. 
















This map shows the layout of each level, and 
the path of each course (or Mare) around it. 
Pay attention, because later levels have some 
‘spectacularly complex Mares and it's easy to 
forget where you are. Indeed, The Confusion is 
an apt sub-title for Soft Museum. 


























| HAVE THE POWER! 


Power-ups are one of those inescapable inevitabilities of just about every 
game, and perhaps the most amazing thing about the ones found in 
NiGHTS is their instant familiarity. They appear as coded icons and 
perform fairly perfunctory duties. One, with a purple fireball emblazoned 
upon it, wipes out all enemies on the screen. A more novel item, decorat- 
ed with a Nightopian head, grants NiGHTS a few moments with a chirpy 
Nightopian wingman who collects all the objects NiGHTS passes. The 
most common pick-ups are the golden stars, which huddle in their 
multitudes all over everywhere. These are points bonuses, which might 
sound a bit feeble in the grand scheme of things, but NiGHTS is a game 
where points matter. 


LOOP THROUGH HOOPS 


Each stage of Night is stuffed full of groups of bright orange spheres 
arranged into rings. These aren't just there for decoration (although they 
Seu Re Reet Ree Me 
Reena NE eee er ROR MT eae 
ene ce eo cee Rt eT 
Dash power (explained elsewhere). The thing is that these loops seldom 

own ~ they're generally part of a small circuit of circles, and 
the more of these NiGHTS flies through without missing one the mo 
Ree eRe eee ew CSC ey 
ORES nein ate Marae ee tk ea 
or Chips or bonuses you've collected in one go. Indeed, grabbing just 
about anything in NiGHTS opens to you up to a multiple multiplier. This 
might sound like a fairly pointless exercise, but remember that the 
amount of points you score in each level of NiGHTS helps determine your 
overall rating at the end of the s! 





SOFT MUSEUM 


The kookiest stage of NIGHTS 
has to be Claris’ Soft Museum 
stage. The whole level, whilst 
looking solid enough, is made of 
putty, warping and bouncing 
with every fall of her feet. 
Things get even weirder for 
NIGHTS as he flies through a 
rubber building festooned with 
mirrors which reflect his every 
move, and the play environ- 
ment. Getting bounced around 
inside here is as confusing a sit- 
uation as you're likely to 
encounter. Unless you're 
studying for a maths degree. 














WE WILL CRUSH PUNY NiGHTS! 


One of the most spectacular thing about NiGHTS is the scale 
of its bosses. Each one is either huge, or commands a sprawl- 
ing domain full of hazards. Every boss requires a unique 
method of destruction. To give you some idea of what 

we're talking about, here’s a selection of our faves... 


A giant opera-singing bouncy Weeble of a boss. The only way to defeat her 
is by throwing her through her stage, using her bulk to smash down the 
obstacles in the way until finally lobbing her into a cage at the end. 


TWA 
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An evil flying demon armed with giant playing cards, which he throws in 
threes. These magical projectiles glide towards NiGHTS at high speed, 
leaving a fat tracer trail behind, which often obscures the flight path of the 
ones behind of the boss himself. Once you've dodged the cards you still 
have to work to near the blighter before hitting him. 





This boss protects himself by surrounding his lair with a rotating wheel of mice 
on poles, Not the most orthodox of defences, perhaps, but tidy nonetheless. 
See, he can only be beaten by destroying his mouses, which are only vulnerable 
when they're flashing. Sounds simple enough, but try dealing with it in 3D! 
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athletics games 


continues! US Gold won the Olympics license, but Sega’s very own 


are set to keep 
sion, 


long time ago, when man reached a state 


N of civilisation comfortable enough to make 
“ hunting a more mechanical and effortless 


process, he decided to celebrate the fact by 
eulogising the various hunting methods 
@ and turning them into a show of strength and supe- 
J tiority over every other species. Rather than running 
at pace after a pig, he decided to run after nothing, 
i rather than throwing a spear at galloping elk he 
oe decided to throw a spear at nothing. Ok, so it seems 
a a bit stupid but then athletics, like all sports when you get to 
thinking about them, is a bit strange anyway. 
Anyhow, the idea that started out with the Ancient Greeks has 
stuck, and now we have an Olympic celebration every four years with 
the most super-fit humans on the planet gathering together to run 


But the really sadistic athletes aren't happy slogging their 
guts out in just one event, they want to do them all, or ten of 
them at least. The supreme decathlete thus earns the honour 
of being the greatest athlete on Earth. Sega’s new title, 
designed in part to coincide with the Olympics, is based 
around the Decathlon, and it comes at a time when other 
software developers are also bringing out the old ‘Track and Field’ 
style athletics sims. 

Athlete Kings originally went under the name of Decathlete, 
although a licensing problem meant 
the name had to be changed for a UK 
release. Essentially this is the same as 
the arcade game, using at it does the 
STV board and moving at 60 frames a 
second which is exactly the same as 
Virtua Fighter 2. 

Athlete Kings is a long way from 
those old track and field games you 
might have played at your arcade, 
utilising the best that 3D polygon 
technology has to offer to create a 
sense of complete realism, be it the 
look of the arena itself or the move- 
ment of the athletes. 

Athlete Kings is still some way 
from completion although it should 
be available by around September. 
Hopefully we'll have a full review in 
next month's issue. 











very fast at nothing and throw spears at nothing among other things. 





with their arcade conver- 
. ROB BRIGHT is on the 
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Before you start each event, a little demonstration pops up to 
show you how to control your athlete, 





Bonjour mon ami. Tu aime le music pop eh? 
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yone knows, the decathlon involves ten events. If you ever did one 
atthe ‘five star awards’ at school you’ll have some idea of how it 
works. For every event, points are awarded according to either the time 
you achieve in track events or the distances and heights you achieve in 


e/a ee 


field events. They're then all added up and the person with the most 40.54s 40.545 


points is officially declared the king of athletes! Anyway, here are the ten 
events in the order that you do them. 





100 METRES - 





400 METRES 


The hardest of the sprints, mixing power and stamina in 

equal measure, the 400 metres is normally one of the most 
Technique: Simply a matter of bashing two buttons in whatever style suits decisive events in the Decathlon. Some athletes tend to go off fast and 
you. The one drawback is that the buttons aren't positioned together so look to preserve a lead, while others go for an even pace around the first 
the rapid rubbing between the two is largely impossible. 300 metres and attempt a burst of speed down the final straight 








Technique: You'd think that this would be exactly the same as the 100 
metres, but the 400 metres involves making use of 
a stamina bar. 


P SECA SATURN 


\) You always recognise the shot putters in an athletics tourna- 
ment because they look like huge Stig-of-the-Dump type 4 
characters, covered in Neanderthal hair, and they're almost always from 
Germany. 


As if you couldn't guess, Technique: This one’s done a bit differently from what you'd 
Aleksei’s strengths come expect, Rather than bashing the button to collect power, the 
mainly in the throwing power bar goes up and down as the putter prepares for the 
events. One of his weakest is throw. The idea is to press the button when the power is 


ae 


ey | RCTS a unquestionably the 1500 D\ high and keep the button down until the perfect angle is 


TER metres, just like ole’ Daley. ’ achieved. 


Anyone who knows athletics knows that the best long 

jumpers are almost always the best sprinters. Once in the 

jump, a bicycle movement with the legs helps to propel the jumper fur- 
ther into the sandpit. 


Technique: Some hardcore button stabbing is what's required first, but timing 
to hit the board just right is also essential. It's then a matter of finding the per- 
{fect angle of ascent and quickly bashing the buttons again to get some useful 










Whatever you do, do not get smashed on rum 
before entering any of the events. Especially 
the javelin or pole vault. 


A kind of mix between javelin and shot put, discus involves 

lots of power but an equal measure of composure as well 

so you don't get dizzy with all that spinning. Getting the discus on an 
aerodynamic trajectory is also important. 


ee 
Technique: In terms of technique, the discus is the most complicated of the 
ay throwing events. Power is built up by spinning the D-pad. When the 

E- throwers arm reaches the right point to get a throw within the measuring 
area it’s a matter of finding the perfect angle. 


In the 1500 metres there are lots of computer 
runners as well as the two competitors. They 
have several functions including setting the 
pace and boxing racers in to make the whole 


experience a bit more exciting. Try and stay 
on the inside at all times. 
= 
Most hurdlers will tell you that the best technique in this 
event involves scraping the very top of the hurdle without 


toppling it. Getting the perfect number of paces between hurdles is 
also very important. 





Technique: Like the 100 metres, the hurdles involves the dual button 
bashing but also a jump as well. getting a good time is all about devel- 
oping a perfect rhythm between the running and jumping. 











Not only is she a very chic diva, but Ellen 
Reggiani is also pretty sharp when it comes 
to the running events. 


Joe's going to fail here because he’s jumping from much too far 
out. But then, he does wear a cap backwards. 
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This is the event where the competitors normally spend about 
three hours psyching themselves up by swinging back and 

forth on their toes and blowing out their cheeks a lot. A refined technique 
is essential if you want to jump that extra few centimetres. 













Technique: One of the most difficult events to master in Athlete Kings. The 
player starts by gathering a bit of momentum with some sincere button 
bashing, but on reaching the bar, stops and holds down an alternative but- 
ton for just the amount of time necessary to get the perfect angle of 
ascent. It's them a matter of using the direction pad to flip up the legs as 
they go travelling over the bar. 








It’s Li Huang having a stab at 
the javelin. The perfect angle 
to launch it is 45°. 














Joe Kudou is one of the allrounders in the game, as is Rick 
Blade. Having said that, anyone taking part in the decathlete 
needs to be a bit of an allrounder anyway. 






psa 


The British for some strange reason have always been pretty 
good at this event. It involves loads of arm power but also a 
steady run up and an ability to whip the arm forward as fast as possible 
like a catapult. 



















Technique: After getting a bit of a run up together, acquiring distance 
with the javelin is largely a matter of finding the perfect 45° angle, and 
some button bashing to maintain the flight of your spear. But be care- 

‘ful not to over step the line when the javelin is released. 














He's the all- 
‘American hero, the 

champ, the best, the god- 
damn rodeo king, the sweet 
lovin’ stars and stripes sentinel. 
‘And he's also called Rick. 
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BORN TO RUN...OR JUMP, 
OR THROW 


There are eight competitors in Athlete Kings and each of 
them is classified as either an allrounder, a thrower, a 

jumper or a sprinter. This doesn’t mean of course that if a 
sprinter is faced with a javelin they'll try anduseitasa =| 
piece of out-sized cutlery, but rather that sprinting is the 
kind of event they tend to excel at. Some of you are no 
doubt keen to point out that there are three women in 

the game even though women don't do the decathlete 

but the pentathlete. Well, this is a computer game after 
all, soa little poetic license is no big deal. 













1 Victory in the 400 metres for Jamaica's Femi Kadiena. Like Ellen, sprinting is 

| | | te her forte, something which also makes her really good at the long jump as well, 
| just like Cart Lewis. 
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Who'd be a pole vaulter eh? Oh yea, 
pole vaulters | suppose. 


Ra Ay 


This has to be just about the scarriest event in 
athletics, as well as one of the most gymnastic. 











Players need to collect enough pace to get a good bend in That's right sister, get that hurdle spot on! Remember, scrape it but don’t let 
4 - the bar when it hits the box, and awesome upper-body it fall ok? 
: strength to lift themselves up and over the bar. 















FINGERS ON THE BUTTONS 


One of the most notorious aspects of a game like Athlete 
Kings is the irreverent button bashing it involves, eventually 
destroying many a joypad and leaving horrible scabs on your 
finger. It’s also the time when all of those weird and wonder- 
ful techniques begin to reveal themselves. The ‘finger gallop’ 
for example, where the player uses their middle and forefin- 
ger like a pair of legs, or the ‘electro stutter’, where the player 
cradles the pad between their knees and tries to make their 
fingers vibrate as much as possible. Be ready for lots of inno- 
vations as well, like people tapping up their forefinger so as to. 
avoid too much chaffing when they're furiously rubbing at 
the buttons. 

















Technique: Pole Vault is on a par with high jump in 
terms of the complication of the technique. After col- 
lecting a bit of pace on the runway, perfect timing is 

necessary to get the pole in the box. 





# SEGA SATURN 


Kindergarten 
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With the supercool likes of and 
busting their way onto Saturn in the near future, what 
. place is there for the weird child of the pack - 
? Its makers, AM2, say it’s but 
are they the ones with th the swollen heads? “No aia cries 
water-on-the brain victim 5a 


speed battle game far better 
Bite ae Mati h ae tied 






























hat’s what AM2 say of their bizarro Kids YrrnaDigliomy 


coin-op. And, considering they ARE the 
creators of the legendary VF2—as well as 
being responsible for the aforementioned 
hot favourites, Fighting Vipers and Sonic 

Fighters - and, moreover, were the inventors of 

the whole 3D fighting game concept itself, 

they just might have some clue what they're 

talking about! 

But you'd be excused for questioning what 
makes VF Kids so special. From the screenshots, and even on the surface, it 
seems to be nothing more than VF2 with big heads. As an arcade game, it 
might not tempt you delve any further. But this game was designed for the 
ST-V (Saturn-dedicated) arcade board. And, true to it’s nature, it’s heading 
fully-(de)formed to Sega's superconsole! 
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All artwork © AM2-SEGA 1996. 
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they proceed to beat each other up. All except the Shuns, who just dance 
drunkenly. Particularly amusing is little Jeffry using a stool to help him head- 
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THE ‘BIG’ PICTURE! 


Before delving into what makes VF Kids different from its 
famous adult brother, it’s first worth explaining exactly why 
Sega have created the game at all. And the answer lies in shrewd 
marketing. While the Saturn might be in tough competition with FF 
the PlayStation here in the UK, over in Japan it's a very different ‘> ) 
situation. In short, the Saturn is creaming the PlayStation. And it’s all € > id 
thanks to Virtua Fighter and VF2! 
Over there, AMo2's fighting game series is granted 
almost godlike status. Even now, arcades are filled with 
more VF2 machines than any other game! The release of 
near-perfect conversions on Saturn, sold the machine 
almost single-handed! As a result, most Japanese program- 
mers developing two-player versus-type games, choose 
Saturn instinctively, purely because they know their core a 
gamesplayers already own the machine. 
The problem is, fighting games in general only appeal to specific games- 
players. Mainly, 15 to 25 year ald males. With this area of the market already - 
cornered, Sega Of Japan now intend on drawing in other types of gamesplayers. 
The first move was the introduction of the white Flash Saturn. At half the 
Saturn's original launch price, and in more cosmopolitan colours, the machine 
flew off the shelves on release. The number of female and younger Saturn 
gamers has increased dramatically. To cater for this upsurge, games like 
Rockman X2 (Megaman) and the upcoming NiGHTS have been developed. But 
SO) also want to expand the appeal of the Saturn’s main brand - Virtua 
Fighter. And that’s where 
the VF Kids fit in! teenager in VF2, being 
turned into a Kid doesn’t affect 
tion that much. His Preying 
Mantis dodging does seem 
he no-nonsense Chinese chef 4 slightly different due to the extra 
somehow manages to keep | quantity of head hejpossesses, Most impressive 
his dignity, even with a head the f ; of all though, is his facial claw attack. Leaping 
size of a pumpkin. Although his } ‘onto an opponents massive head looks brilliant, 
squeaky chipmunk voice does ; and is more effective than ever! All the more 
lower the tone somewhat. Unlike |_| impressive because you get multiple replays of 
his more cheery colleagues;ilittle Lau doesn’t ie i mie oe the move, when successfully pulled off. 
smile an awful lot, only really pulling faces when 
hit. To get a good replay with this guy, you need 
to finish a floating-punch combo with a spinning 
roundhouse! Stamping on a floored opponent's 
big-head is also good for a laugh! 


BIRTHDAY: 2/10/40 WEIGHT: 
ty 
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he cool kid of VF2 keeps all 

his savvy even in child form. 
It’s cleara lot of extra effort was 
required to reproduce Jacky’s 
hair in super-deformed form. His 
hair spikes are just huge. Jacky 
seems able to stringmore moves into combos 
now, but his big head has lowered the range of 
his drop attack. His flashy repertoire also makes 
for plenty of replays. His six-hit lightning kick 
and double-height roundhouse being a couple of 
examples. His jacket flame logo is cute now too. 


fe may squeak “Ora ora ora” 
in a tiny voice, but Akira is 

no less the martial arts master. 

And although he’s cute looking, 

Akira still pulls angry expres- 

sions. Particularly amusing is 

Akira's stage. Previously modelled on the actual 

temple where his fighting style was invented, 

the stage has been sacrilegiously defaced with 

the lion statue now turned into a comedy pink 

animal. There's also pictures of leaping rabbits 
























dotted about the background. 





Wolf’: ant sing i ezulent ample SS ER 
angles employed in VF Kids. 

The opponent's head is so big though, that Wolf can only drag 
it on the floor! 





USE A SPECIAL MOVE AT LEAST 
E once each stace! 
” PUSH ON TO THE NEXT STAGE! 





he fearsome shark- 
fighting, pancratium 

master has been reduced to 

a tearful softy. When select- 








‘As with VF2, Ranking Mode is just one of the options. 
ed to fight, or when he wins, 
J tears well up in his eyes. Jeffry 
CHILD’S PLAY! Cae..3 2-2; 
Considering VF2 is possibly the most intricate beat ‘em up ever made, it slow reggae jamboree of his old tune. There’s 
might seem like a strange game to push to a younger audience, But in fact, also a big cartoon shark sticking out of the water 
the Virtua Fighter combat system has always been intended for gamers of all _—_ on his stage. For a good replay, do his triple 
ages. When Yu Suzuki was originally thinking up the first VF, he wanted a headbutt combo. All the more painful thanks 
control method that, in his own words “even a five-year old would be able to @ to his massive forehead. 
enjoy”. The result was the three-button Guard-Punch-Kick system. From 
this, research was carried out to see what the most natural button 
combination were. These were 
then used to produced VF's 
super-instinctive gameplay. 
Admittedly though, 
while basic moves such 
as the PPK combo are 
easily performed by even a 
novice, trickier moves (Wolf's 
helicopter throw or Akira’s 
surprise exchange, for example) 
are somewhat tougher. For VF 
Kids though, AM2 have taken 
steps to make even these 
moves accessible, thanks to... 
the Kids’ combo! 




















BOYISH CHARM! 


So here’s the plan. Take the superbly addictive gameplay of VF2 and package 
it in a game with a cuddlier image. Turning the fighters into kids is not such 
an unusual notion. In Japan, super-deformed (the name for this kind of 
treatment) characters are widely popular. Even the Street Fighters have had it 
happen to them. So, giving the Virtua Fighters child-like proportions makes 
perfect sense. More than just another big-heads cheats though, VF Kids is a 


very thorough image reworking. 
Childish versions of the backdrops, 
cutesier remixes of the music, and 
personality-enhancing facial expres- 
sions are all part of the Kids credo. 
The result is a game that Sega 
reckon will appeal to people previ- 
ously uninterested in fighting 
games, while still drawing in the 
hardcore gamer with familiar - yet 
even more advanced — gameplay! 
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efinitely one of the most 
D popular Kids version 
fighters. The silent, deadly ninja 
has been transformed into a evil 
little pixie = complete with 
fangs. He grins wickedly when he 
wins, or when a new challenger enters a fight. 
And his head-butt drop attack looks more insane 
than ever. What’s more, his head-ring is huge 
when it’s knocked onto the floor! Flipping a big- 
headed opponent into the air is superb, but it’s 
his footdive that produces a replay. 
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‘More than just new graphics plastered over old motion- 
capture, VF Kids features new movement. 
‘As seen here when the big-headed fighters duck backwards 











ONE KIDS’ COMBO PLEASE! 


‘A new Saturn-specific feature, Kids Mode is a handicap option that makes 
the likes of Autoblock in X-Men look like expert player territory. When 
selected, it allows players to perform normally 

advanced moves with staggeringly simple multi- PLAYER SELECT, 
ple button presses. Counter moves, complex ean 
throws — suddenly even the most inept games- ae 
player can produce on-screen results that arcade 
masters would be impressed by. Working out 
how to do specific moves in Kids Mode is actual- 
ly quite tricky though. You see, once you're tap- 
ping away at close quarters, moves just happen! 
“Yeh, | meant to do that all along, ahem.” 
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he superfast punch 
fighter has kept all her speed 
and power. In fact, the extra 
head size of the fighters means 
her combos are more effective 
than ever. However, moves like her 
triple-kick have lost some of their potency, 
mainly because her legsare just too short! Her 
famous quote “Better run home to momma 
now!” suits the game more than ever! It’s all the 
more cheeky too, because of the cute smiley 
expression on her face. 


























Little comic touches have been included, such as smoke coming 
off the running fighters feet. Spit also comes out of their 
mouths when they're hit. It’s not disgusting though. Just big 
cartoon droplets. 
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PUPPY POWER! 


Virtua Fighter Kids is a subtle, but 
definite redefinement of the VF2 
game engine. For true VF fans, we 
reckon it’s essential to have. Your 
more average VF2 owning games- 
player though, may not find enough 
reason to own such a similartitle. 
Nonetheless, we reckon Sega Europe should definitely bring this game out 
over here. Perhaps even bring out a VF2 -VF Kids double-pack and use it to 
relaunch VF2 all over again. Who knows, with the irresistible Kids on their 
side, we could have a Virtua Fighter phenomenon to match that of Japan. 


HERE COMES A NEW CHALLENGER 


Although there's a home-specific two-player option, VF Kids is best 
played in one-player arcade mode. For one reason — the ‘Challenger 
Comes’ flash. When a new player enters, the fighters currently on-screen 
look around startled. Even if they're floored. It really is constantly funny! 





WOLF HAWKFIELD 


he coolest thing about Wolf, 
is that his ice stage now fea- 
tures the surrounding fence. 
Something that was noticeably 
absent from Saturn VF2. It also 
features loads of little snowmen. 
Wolf's throwing and body slamming moves are 
more dramatic than ever, Especially his spinning 
throw. The camera zooms around him in a mad 
fashion! And pulling off a leg-counter looks 
brilliant in big-headed style. Obviously AM2 
think so, cos they give you a replay of it! 












































‘Another example of VF Kids’ 
new angles. A panned view 
‘such as this, adds more 

















he drunken master is now 
just a sozzled baby. 

Nonetheless, his Top Deck shandy 
still gets him tanked up enough 
to perform alll his staggering 
moves. His Drunken Fist attack, 
where he rotates around anjopponent, looks 
bizarre due to the lolling heads, Strangest bit of 
the whole game is Shun’s handstand. His head is 
too big for his hands to reach the ground, so his 
head seems to strangely pass through the floor! 
It's not glitchy though, just weird! 





































In Japan, VF Kids features product placement. Cans of Java Tea 
are held by Jacky and Shun, and Pai even has her own Energen 
drink stage. Because they've been removed in the UK, there 
‘isn’t this extra stage. Jacky and Sarah's Chicago stage is also ‘The Java Tea advertising in 
done because it has a Java Tea billboard in it. Japanese VF Kids is part of a 
huge campaign. It even has a 
Java Tea loading screen between 
rounds. Not here though. See, 
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MOVE OVER OLD-TIMER 


VF Kids isn’t just a surface rehash of VF2 with a junior button-mashing option 
though. As you'd expect from AMz2, they've taken this opportunity to refine 
the gameplay, making it more dynamic than ever. For starters, the game is a 
full 20% faster than VF2, and it 
shows. The speed at which combos 
are launched on opponents is stag- 
gering, emphasised by the more 
punchy impact sounds (they sound 
closer to VF than VF2). 

What's more, the big-heads 
prove to be more than just a cosmet- 
ic addition, These extra large targets, 
coupled with the extra speed, have 
created new combos. Extra hits can 
now be strung into moves, making 
for even more impressive fights. 
What's more, when low-blocking, 
the fighters now sway backwards. 
Such is the size of their craniums, they actually need to dodge hits! 

These over-ripe Papaya heads also add centrifugal force to the fighters. 
Most notably when KO’d. Finish off an opponent with certain combos, and 
the final hit sends them across nearly the whole distance of the ring. 
Sometimes they even skid further when they land. 

Other moves are considered worthy of replay. Taking a leaf out of 
Fighting Vipers book, when a special attack is successfully implemented, 
multiple-view replays are shown. Likewise, new angles are employed 
throughout fights. During Wolf’s spinning throw, for exam- 
ple, the camera stays fixed on Wolf's face, while the back- 
drop zooms around. Added drama is definitely part of the 
Kids package! 


















au’s unruly daughter looks 
more childish than ever. Even 
her embroidered jacket logo 
(which was previously a cockerel) 
is now a cartoon chicken. As with 
Kage, when Pai loses her hat or 
hairband, it looks simply huge as it lies on the 
floor. Moves like her leaping double-kick pro- 
duce an impressive replay. But her annoying one- 
tap kick - which skillesly flips opponents up - is 
more annoying than ever, thanks to the ease at 
Impact marks now appear to emphasise the power of the which it catches the opponent's head. 
attacks. Also, a great deal of attention has been spent on the 
fighters’ expressions. They all look very pained when hit. Don’t 
worry though, they're equally happy when they win. 








he robot J6 syndicate boss 

has more personality than 
before. In fact, she has the per- 
sonality of all the fighters whose 
moves she uses. Her face changes 
to look similar to theirs, as she 
does their attacks! Also, hereyes go angrily red 
when she’s attacked. But she smiles quite nicely 
when she wins, so that’s okay. Although access- 
ing her in the arcades is a secret, on Saturn it’s 
exactly the same as in VF2 (Down-Up-Right-A- 
Left. For a gold version ~ Down-Up-Left-A-Right). 























SEGA’S reputation has been forged in one of the competitive markets in the world... 
the arcades! Though they’ve always managed to bring their arcade hits home and let 
the family have a piece of the action, from their early licenses on popular early 80’s 
consoles (see last month), right up to the present day Saturn. Many of the games 
shown on these pages, such as Rampage or Alien Syndrome, contain such original 
ideas (that haven't been re-used) we're surprised they haven’t been updated for the 
Saturn. Maybe there’s hope for them in the Sega Ages series... 





NAME: | AFTER BURNER 
‘YEAR: | 1986 | SPECIAL FEATURES 


AN AWESOME HYDRAULIC CABINET 
THROWING YOU RIGHT INTO THE ACTION. 


COMMENTS: | More of a white knuckle 


je than a game, 
still ace, especially in the R360 cabinet. 







































NAME: | QUARTET 


YEAR: | 1985 | SPECIAL FEATURES @ 


ONE OF THE FIRST SIMULTANEOUS FOUR- 
PLAYER GAMES DEVELOPED. 
| A team of four mercenar- 


COMMENT: 
bi ies take on this brilliant 


| horizontally scrolling shoot ‘em up. 

































NAME: | DESERT TANK 
YEAR: | 1994 | SPECIAL FEATURES @ 


ANOTHER OF SEGA’S SUPERB HYDRAULIC 
CABINETS — THIS ONE’S A TWO-SEATER. 


COMMENTS: | Sutprisingly Desert Tank didn’t Wy 
|" _] really take off that well. t's a 


| grade A tank blaster well worth a pop. 

















SPECIAL FEATURES 





SEGA AREN'T AFRAID TO TRADE ON THE 








Siar 





1996 | SPECIAL FEATURES @ 





FRONT MOUNTED RECOILING LIGHT GUNS 





AND A GROOVY LICENSE. 
COMMENTS: Based on the famous and 
“__| classic shoot ‘em up 


Thunderblade, Gunblade is a pseudo- 
sequel which has you gunning from the 

| chopper instead of piloting it. Not massive- 
ly famous but pretty good all the same. 

















INNOVATION OF THEIR PREVIOUS GAMES. 
COMMENTS: | Utilising the same cabi- 
net technology as the 
original Rail Chase, this sequel was equally 
amusing. Not one you'll ever see coming to 


Saturn as the cabinet was such an intrinsic 
part of its appeal and gameplay. 


















1990 | SPECIAL FEATURES 








A HYDRAULIC CABINET AND ABSOLUTELY 
AMAZING (FOR THE TIME) GRAPHICS. 











COMMENTS; | One of the titles which 


|_| made Sega an arcade 
force in the Megadrive years was this spec- 





tacular racer, which was never topped until 
the advent of Virtua Racing. Which 
» was also by Sega. 




















oo iis 
| WEAR: | 1994 | SPECIAL FEATURES @ SF 








ACUT-DOWN VERSION OF THE DAYTONA. 
CABINET FOR ONE-PLAYER. SMALLER. 


COMMENTS: | SP cabinets are designed 


for arcades too small or 
poor to afford the four-up version, 
although four can be linked. 











































BACK-TO-BACK HEAD-TO-HEAD CABINETS 
AND THE BEST GAME EVER. MAYBE. 


COMMENTS: | The ultimate two-player 
fighting game which 


stunned punters with its incredible 
graphics. Just amazing. Well done, there. 























SPECIAL FEATURES @ 


FOUR-PLAYER LINKED HYDRAULIC CABINETS, 
AND EVEN A SECRET CHEAT MODE! 
Designed with group play in 


COMMENTS: ‘ 
mind, Daytona was the 


unofficial follow-up to Virtua Racing, and the 
texture mapping and running commentary 
made it even more breathtaking. 


be 
































NAME: | ENDURO RACER 
YEAR: | 1987 | SPECIAL FEATURES @ 


CABINET-MOUNTED BIKE YOU HAD TO 
| WHEELIE YOURSELF TO GO OVER JUMPS. 


COMMENTS: | ©@shing in on the BMX 


—_—— _ craze, this was an awe- 
some game with a cool novelty cabinet. 














YEAR: | 1988 | SPECIAL FEATURES 


HYDRAULIC CABINET DISGUISED AS 
CHROMATIC MODERN SURREALIST ART. 


| COMMENTS: | Looking back, Galaxy 


Force wasn’t perhaps 
the bestest shooter in the world. But it 





















‘SPECIAL FEATURES 








LIFE-SIZE SIT-ON BIKE CABINET THE PLAYER PHYSICALLY 
“BANKS” TO TURN. MONITOR ABOVE HANDLEBARS. 





COMMENTS: 











Everyone went loopy for Hang-On, 
from little kids who could hardly 


move the thing to real-life beardy bikers. Follow-up 
Super Hang-On had a smaller, looser bike 
so wee players could actually steer the 
thing. A very imaginative cabinet. 








Small children had real difficulty beating 
those jumps, though. | know. | was one. | 
couldn't wheelie the bike. It was too heavy. 


was one of the first with a Hydro-Cab 
(or whatever their fancy industry name 
is). Probably about 20p a go now. 














THREE PLAYERS, NO DISCERNIBLE 
POINT EXCEPT DESTRUCTION. 


COMMENTS: Smash down 
J buildings, eat 


soldiers, mash everything with 
three giant monsters on the 
rampage. Let down by a lack of | 
variety, but ripe for a re-vamp. 

























‘STAR WARS 





YEAR: | 1994 | SPECIAL FEATURES @ 








AMAZING LICENSE, WEIRD TWO-PLAYER 
MODE, TIE FIGHTERS, ADMIRAL ACKBAR. 





COMMENTS; | Superb Virtua spin-off 


which casts you as an X- 
ing pilot. Two-player version has one as 
pilot and one as gunner. The graphics are 

superb (especially the Death Star) and it 
stars Admiral Ackbar. Brerrril 



































‘THE AS-1 IS A SPECIAL EFFECT. A HYDRAULIC 
CINEMA WITH NOT MUCH LEG ROOM. 














COMMENTS: | Limited interaction (only 


two buttons and no joy- 
stick) but the AS-1 is certainly a thrilling 
experience. Computer generated “movies” 
| are displayed on a big screen at the front, 
| whilst players are thrown around violently. 


ee ees ne Eee 




















YEAR: | 1994 | SPECIAL FEATURES @ 











‘THE REBIRTH OF THE GUN GAME. VIRTUA. 
GRAPHICS ENABLE MORE REALISM. 












COMMENTS: | Before vc the idea of 


pin-point shooting an 
‘opponent or scrolling around a level was 
pretty ludicrous. All of a sudden the possi- 
bilities for gun games are expanded and 

| the genre is suddenly cool again. Hurrah! 


























‘SPECIAL FEATURES 











THE GAME WHICH KICK-STARTED THE 
WHOLE 3D POLYGON CRAZE. 








COMMENTS: 











all traipsed down the arcade to stand there 
slack-mouthed for a half-hour before we 
got a go. And then we nearly died. Four — 
FOUR - views. Polygons. Mummy. 


Eeh, | remember when 
VR first appeared and we 











NAME: | OUT RUN 














YEAR: | 1987 


FERRARI-SHAPED HYDRAULIC CABINET _, 
WITH BIG SPEAKERS. 
One of the most 


COMMENTS: 
famous games 


ever. Cool cabinet not pictured. 


























































































INCREDIBLE VISUALS, AND A REFRESHING 
BLEND OF SHOOTING AND FISTING. 















COMMENTS: | Despite having a weirdy 


|} name Virtual On is one 
of Sega’s most accomplished game 
designs. It’s a robot battle game fought 





arts. And it's blimmin’ wicked. 





‘SPECIAL FEATURES 











SWIVELLY NON-HYDRAULIC CABINET. LEVELS 
‘SWITCH PERSPECTIVE, TOP-DOWN TO REAR VIEW. 








COMMENTS: | Thunder Blade blew everyone 


superb graphics (which now look crap) and novelty 
cabinet, which had the player steer left and right 
by swivelling the seat. Brings new meaning to the 
phrase “sit and swivel”. Was very good at the time. 








away on launch thanks to its 













| over huge arenas with guns and martial ay 





NAME: | SEGA RALLY 








YEAR: | 1995 | SPECIAL FEATURES @ 





ULTRA-ACE 


CABINETS AND ALL-ROUND EXCELLENCE. 


GRAPHICS, LINKED HYDRAULIC 








a0 09 COMMENT 








away o1 





»| you haven't played it in the arcades, 
| chances are you've drooled over the Saturn 
conversion (or the demo versi 





This is one game every- 
‘one knows about. Even if 








in we gave 
jue 3). Wondrous and lovely. 





VIRTUA FIGHTER 3 





DYNAMITE DUX 











REFINED HANG-ON STYLE BIKES THAT LOOK 
LIKE NINJA MOTORCYCLES FROM 2138. 


COMMENTS: jot the, most 


thrilling racers of all 
time. Manx TT, on its way to Saturn NOW / 
AS WE SPEAK, is another game which 
entices non-gamers into the arcades. Sone FaaRTES 
And so it should, sporting such 


beezer graphics and moving at the 
incredible pace at which it does. 
Lord knows what the Model 3 
board racing titles will look like oar 


SKY TARGET 0. ALIEN STORM 












































NAMED AFTER FAMOUS EXPLORER DR Be | meee) sn 
JONES, BUT IT’S A RACE GAME. Be 1 ¥ 

More in the spirit of : os 

Super Monaco GP than +@ a = 
Sega Rally, this Model 2 game harks back bs ; : " 
to the good old days of Formula 1 racing. As = ~ [ = s 
a result it’s impressively fast, and rock hard ‘ALIEN SYNDROME DECATHLETE 





to play with manual gears. Good stuff. 








NAME: SUPER MEGALO 2 VERSUS CITY NEW ASTRO CITY 


Three of Sega’s blank cabinets. Super Megalo 2 is a giant screen 
__| sit-down cabinet for two players, luxurious and spacious and for 
big arcades only. Versus City is a back-to-back two-player cabinet designed for 
Virtua Fighter 2 (but compatible with anything). It facilitates head-to-head play 
without you being able to actually see your opponent's face. The New Astro City 
cabinet is a micro-thin space saver with a large screen and decent speakers. 








WONDER BOY 








LAST BRONX 
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GOLDEN AXE TIME TRAVELLER 
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HIGH NOON 


Lara starts off the game with her two pistols 

which have an infinite amount of ammo. She 
wears these in classic gunslinger fashion, one 
on each hip and has to press the draw button 
to use them. When she draws them they'll 


immediately lock on to the target or targets, 
providing it’s in front rather than behind her. If 
there's only one target then both guns focus 
on that. Lara actually spends a lot of time 
without using her weapons, keeping her 
hands free to climb things or grab onto ledges 
if she happens to be falling. 





BAD IECA SAY GIN 





ay 


GIRL ABOUT TOWN 


If you think that Tomb Raider is at heart a shoot ‘em 

up, you'd be quite wrong. Lara spends much of her 

time exploring, solving puzzles, and clambering 

about the diverse surroundings she finds herself in. To 

do this, she need to be pretty lithe and supple. As well 

as the usual athletic distinctions of being able to run swiftly jump 
long distances and somasault, she is also something of a Chris 
Bonnington when it comes to climbing. Providing she hasn't got any 
weapons in her hands, she can grab onto ledges by her fingertips after 
a particularly long jump, and go about scaling the walls, just so long as 
there’s the odd knobbly thing to grip on to. There are also some parts 
of the game when she has to demonstrate he swimming prowess. 





eo 





A This is one of the char- 
Lara is a real gung-ho kinda girl. So don’t try out any cheap chat up lines 4 . acters Lara can expect 
‘on her or she'll pump you full of lead. . s to confront in the game. 
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ARTWORK © SIMON BISLEY 1996 


ALIEN TRILOGY 


ey there kids, Agent 

Pea ane ear 

Pears 

Rest era 

eee td 
eee eens 
Ce ee ee a) 
all things extra-terrestrial. Now you 
might think I'm just some sad old 
emu etd oe) 
jumpers who never got over watching The Day the Earth Stood Still as a kid, 
Preheat ici 

In fact, it was my careers teacher who came up with the idea of launch- 

ing ARS, because the only words | would say at age 16 were “Klaatu Barada 
Nikto” over an over again like some kind of space-age Benedictine monk. And 
what a brilliant idea that was, because now eccentric millionaires fund my 





















Ee ome anal hobbyist career, and | get to go on the telly every time they need a tenu- 
CO eek Cet ee ast aa 
carpets after they've popped round for tea, So far I've been on ITN, The Big Breakfast and Richard Littlejohn Live and 


ena ORS Re eee te Reece 

eo UAT os erie nun tuner eT 

make sure you're first in line to be scorched by a laser ray. And they'll 

a ee Uae ae Ce Cece a ee ae 
OIC ann ee oa eg ea as 

CRC Ree eo a une eee 


Pha ee ee ti a lees 
PoC Bae Ze 
THEY’ RE COMING! MY GOD, THEY’RE 
PU eC ae aad 


Rae eee UR sy Rates 
obviously fictitious and xenophobic, constantly portraying 
Cena ACeenT mune teen a ee ca 
Pete uee ean 
real life all the alien blokes are like 
that, but the girl aliens all look like 








Jane Fonda in Barbarella, and they (eh ee ec 
PEL aue eee ee eur Pee eee a ce ey 
influence on our children, and mean when we EU a eect 
ur Re Reuse CS Ce ed 
to destroy all the aliens immediately to save us __asked for it you crate scum, | hate it when 
Cre eat a Ca Ce de 

Pe RRC Se ec leci an R card CoC ee ca nos 
PISCE me ea ae Sea 

eee eT ee ae 
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HOW YOU CAN KILL 


If you're going to make a game about killing loads of aliens one thing you 
can't afford to scrimp on is the hardware. Luckily, Alien Trilogy has been 
aE ae eR ee eee neg 
OO eee a od es cuca Ure 
Rete ur ae tamu cena oe eee ic 
hidden around the levels. No aliens are gonna kick sand in your face, 
eee eee ana ee Ue val 
Csr gie ts 


STE 4 


MSS cau camer hg 
Se Eee Curr te) 
will tell you, but bad for killing aliens. As they 
Re OOM ue u ceca 
good as soon as possible, using it only against 
Re geet OEE ee a ated 


Be 


See et au era tur cots 
for long-range peppering of your foes, but it 
becomes less powerful the further away they 
are. So if you're a scaredy and like running 
away, this is the gun for you. 


alk) ait 


Pee mE ue card 
launcher, this is really two weapons in one -— 
like those clever shampoos you can buy. This is 
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into a sci-fi game, this horrific piece of barbaric 
RR nsec ates aes 
Meena ee ho 

Cee oT eats u eat sed 
Peed Sere ce et 


RT 


Only very lucky players will get hold of this, the 
Pees ute et aun a ed 
aureus Tune aaa neces 
Uae ct ed ay 
easy. Use wisely. Not against walls and corpses. 
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NOW HEAR THIS 


ee CU EERE aC acam That's what happens when an alien melds with Aliens that have gestated in humans, however, 
eat your dinner off them, is that they're really good for storing sound on as Ce eee ces 
Hence, one should imagine, their day job as a music recording format. 
Probe are no slouches in the brain department, and have picked up on 
this unique ability, utilising it for their own evil ends. These ends consist 
of sampling loads and loads of sound effects and snippets of speech from the 
film and transposing them to the game. For example, in one level you're con- 


fronted with a wall full of coccooned colonists, each of whom whispers “Kill 
me” when you go near them — just like in the second film (because it is from 
the second film). Over 60% of the effects, including the aliens screeches, are 
taken directly from the movies. Which is quite clever. 
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HOW YOU CAN DIE 


The thing with living is that it ends. 


We've all got to go sometime, some 


ways messier than others. As previously stated, shooting my way out of 
Alien Hell wouldn't be my preferred ticket-punching method, but the 
number and variety of threats on offer in Al Tril would indicate that it is 
probably Ripley's. Along with the multitudinous human and xenomorphic 
terrors wandering around, the environment itself throws up new ways for 
someone to die. Falling down a long way, running into scalding hot steam 
issuing from pipes — all these things and more cause damage to fragile 
Ripley, who is, let’s face it, only a girl. Plus the aliens have acid for blood, 
which has a tendency to splash over your or pool on the floor when you're 
blowing bits of them away. This is deadlier than you would believe, so 


watch where you're walking 











| WANT TO EAT YOUR BRAIN! 


Frankly | for one don’t fancy the idea of shooting my way out of a dingy industrial complex crawling with deadly aliens. Now that’s just my opinion, and it 
doesn’t mean I'm berating shooting your way out an industrial complex etc etc. But if | changed my mind, | certainly want to know, at the very least, what 
those aliens are like. Well they're all different in Alien Trilogy, although many of them look very similar. Some are faster, others stronger or more intelligent. 
Some of them like shopping. Each of the enemy flavours listed below vary in their individual characteristics (which apparently took about a year and a half to do), 


so don’t underestimate them. 


No actual threat to the player, but they look 
icky. Don’t look at them for too long or 
you'll feel queasy. 


Really really really hard guards. Not as hard 
as aliens, but probably about as hard as 
you. Kill them all! 


Flimsily built and easy to kill, but hard to hit 
thanks to their small size and speedy move- 
ment. Scary. Pop out of eggs. 


Aliens that have gestated inside dogs. They 
walk funny, but don’t laugh at them because 
they're still evil and will kill you if you let 
them. 


Employed by your company to stop you killing 
all the aliens so they can use them in a war, 
or something like that. 


Aliens that have gestated inside humans, 
these comprise the majority of the enemies 
you'll face. They're really scary and very 
hard to kill 


The same as humans, but tougher and with 
white blood. Or lubricating fluid or whatever 
mechanical stuff it is. 


The mother of all aliens, the Queen Alien is 
absolutely enormous. Testament to the 
power of the Saturn, and the power of 
too. Rock rock hard. 








i mt eta aee elt v4 


Never mind her guile, guns or grenades, Ripley's biggest asset on her trav- 
els to death are her big pockets. And we mean HUGE, she can carry all 
sorts of stuff. Luckily there’s all sorts of stuff for her to carry, most of it 
just sitting there on the floor waiting for her to pick up. Here’s a quick 
rundown of the goodies on offer and what they can do for you... 





ARMOUR VEST 


Good bullet-stop- 
ping capabilities, 

this should protect 

you from the 

guards, until it gets 

shot to pieces. Don't expect it to 
save you from aliens, though. 


PACULDER 

LIGH 

Hands-free torch 

which is essential 

for traversing dark- 

ened areas as it 

allows you to see 

what's coming and where you're 
going. Doesn’t have a brilliant 
range, mind. 

NIGHT VISION 

GOGGLES 

See in the dark, and 

look stupid, by 

wearing these. 

You're better off 

with the shoulder 

light if you can find it, because 
these aren't that efficient. Better 


than a poke in the eye with a 
sharp mandible, though. 


‘Allows Ripley to get 

served in pubs. 

They also open 

doors, which is 

what you'll need 

them for in the 

game. Steal them from the bod- 
ies of dead people. 


ENERGY 


In pod or static 
floor tile incarna- 

tions, you'll most 

likely need to col- 

lect lots of this to 

replenish the 

damage done by those out to 
kill you. 





ray & SEGA SATURN 


MEDIKIT 


‘An energy pod you 
can hang on to and 

use when you feel 

like it. Always 

hang on to a good 

stock of these, as there isn’t 
always energy around when 
you need it (ie after a big fight). 


ADRENALINE 
SHOT 


Hard to find, but 
useful in the 

extreme. It’s like a 

medical kit but 

replenishes twice 

as much energy. Don't try it at 
home if you scrape your knee or 
the ambulance will come. 


AUTO MAPPER 

This really sad kid | 

used to know at 

school used to use 

graph paper to 

draw maps of all 

his games. The 

auto mapper saves you from 
having to do the same thing, 
and ultimately gives you more 
time to spend cooking your tea. 


Made for walking, 

and that’s just 

what they'll do. 

These might not 

seem like much of 

a power-up, but 

they're acid proof, which saves 
you from scorching your toot- 
sies of alien blood. 





Grenades are good for blowing up large areas 
Cl eeu ary 
ene 











Neue eee sun RU ee eee 
Pea ee unui ene eh te oh es 
anyway. That's because they were actually capturing some motion at the 
time, to later be used in this game. What motion capture is, right, is 
putting these reflective ball things on people, right, and they like... move 
about and you capture it sort of thing. On a computer. And the computer 
joins the dots between the ballls and it makes a sort of skeleton,and a pro- 
grammer pastes nice textured graphics over it and it comes out like an alien. 
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VIRTUA COP +GUN WIPE OUT 


51.99 sar 29.99 sar 
SATURN cD 


MEN 


29.99 sar 


GHEN WAR 
GOLDEN AXE - THE DUEL 
‘GUARDIAN HEROES 
WANG ON 

HEXEN 

HrocTaNe 

INTL vicTORY GOAL 
JOHNNY BAZOOKATONE 
LoabeD | 

MAGIC CARPET 
MANSION OF HiDDE 
MORTAL KOMBAT 
MORTAL KOMBAT 
(UeTMATe 
myst 

MYSTERIA REALMS 
NBA AN 
TOURNAMENT EDITION 


BAKU BAKU ANIMAL 
BATTLE ARENA TOSHINDEN 
BLACKFIRE 

BLAM MACHINEHEAD 


AL KOM 


NELQUARTERGACK CL 
NIGHT WARRIORS 
NIGHTS 

OFF WORLD in 


EURO 96 
ExHUMEC 9 PEBBLE BEACH GOLF 


ECT OVERKIL 


SEGA RALLY 


43.99 sar 


43.99 sar 


SKELETON WARRIORS 


(GUARD. HEROES PANZER DRAGOON VIRTUA FIGHTER 2 


16.99 sar 


32.99 sar 


GUYVER 1 VHS 


MANGA VIDEO 


FREE 
wen you Buy any 
tom as you jn for 

yea or more 


24.99 sar 


MEGADRIVE 3%... as 


BY LEAGUE 
BRIAN LARA CRICK 


AC SUPERSTAR 
DELUXE 


MAUI MAL 
MEGA BOMBERMAN 


MEGA Games 1 


3899 SOLE 
27.99 SONIC THE HEDGEHOG 
3398 SONIC? 
[3699 SONIC 3 
‘3493 SONIC AN KNUCKLES 
1599 STAR TREK- DEEP SPACE 9 
2808 SJor oF Thon 

EET RACER, 
be slren sxowarns 


MEGA CD 


[BATIRAN AND ROBIN 
DRACULA UNLEASHED 





SAVE 0 10 a 
NEW SATURN PRICES 


FREE FAST DELIVERY WITH ALL SATURNS 
Saturn & Controller _ ... 
‘Saturn, Controller & Virtua Fighter 2 
Saturn, Controller & Two Games. 
(with Virtua Fighter 2 & Panzer Dragoon) 
‘ALL SATURNS INCLUDE A SCART LEAD. AN OPTIONAL RF 


INTERFACE IS REQUIRED FOR USE WITH & NON-SCART TV. 
SAVE = SAVING OF BINED RAP. 


DUST COVER FOR SATURN 
IRF INTERFACE FOR SATURN 

SEGA AF INTERFACE FOR SATURN 
FOR CONNECTION TO NON-SCART TV's 


HIGH CAPACITY MEMORY CARD FOR SATURN 25.99 


PLUGS INTO MEMORY CARD SLOT ON SATURN 


EIGHT Bi 


CONTROLLER, FU 


AUTOFIRE. Su 
MOTION AND AN 


N Baku, Baku, Animal. 
Battle Arena Toshinden .. 


D.. 

Doom 

Euro 96. 
FIFA Soccer 


OPEN SAT + SUN 
9AM - 3PM 


Golden Axe The Duel 
Guardian Heroes 


Hexen 
Loaded 


Magic Carpet. 
Mortal Combat 3 


Actua Soccer. 

Adidas Power Socce! 
Alien Trilogy. 
Aquanauts Holiday 
Blam ! Machine Head 
Chronicles Of The Sword 
Cyberia 

Doom 

Formula 

Galaxian 3 

Impact Racing 

Magic Carpet, 

Mortal Kombat 3. 
Namco Museum 

NBA In The Zone 
Need For Speed. 
NFL Game Day. 

NBA Live 96. 


SEGA EIGHT BUTTON 


CONTROL PAD 1 


SEGA 
ARCADE 
RACER STEERING, 
wh 


EIGHT Fi 








£33.49 


NHL Face Off 
Olympic Games 
Olympic Soccer 
Resident Evil 


‘DUST COVER FOR SATURN ...7.99 
2.99 HIGH CAPCITY MEMORY CARD 2599 
TO SAVE GAMES T 
MEMORY BACKUP = 


‘SEGA MEMORY CARTRIOGE 


GAMES THAT 
REQUIRE MeMoRY 
BACK 

RF INTERFACE FOR SATURN 1499 

FOR CONNECTION TO NON SCART TV's 

SEGA RF INTERFACE 

FOR SATURN 

FOR CONNEC 


2499 
NON SCART TVs 
SEGA muLT 
PLAYER ADAPTOR 
2398 
ALLOWS Six 


SATURN 


STBA Mysteria .. 
NHL Hockey .. 
Night Warriors 
Olympic Games .. 
Olympic Soccer. 
Panzer Dragoon 2. 
Sega Rally . 
Thunderhawk 2 
Victory Boxing .. 
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Parra 
HEAVY discounts HUGE 
errs 
Leal ery en 
Cerny 


PlayStation & Controller 


PlayStation, Conroe ES logy ...209.99 


WWORDER AS YOU JON. | 


Machine 
4 Enter membership number (f applicable) or 

| MEMBERSHIP FEE (ANNUAL £7.00) 

t 








Use tes bok 1 80 ay optional asl delve charge 
(uta as tn alates ag 
| Secor Rear teeaa ¢ 
‘Chequer 0 Access/Crecichar 













































































So 


Bases 


P.O. BOX 847, HARLOW, ESSEX, CM21 9PH 


Virtua Cop (Game Only) 


Wing Arms 


Ridge Racer Revolution. 


Sampras Extreme.. 
Shell Shoel 

Skeleton Warriors 
Slam & Jam 96 . 

Street Fighter Alpha 
Toshinden 2. 

Total NBA... 

Victory Boxing 

Track & Field 

Virtual Golf 

X-Men Children Of The 
Zero Divide .. 


Atom 


‘ALL CHEQUES AND POSTAL ORDERS PAYABLE TO: 
FUTURE GEN, 107 ASHDALE DRIVE, HOLLYWOOD, BIRMINGHAM B14 4TX 
WHEN PAYING BY CHEQUE OR POSTAL ORDER PLEASE ALLOW 7 DAYS FOR DELIVERY 


Teng 
ANG 


INEVITABLY SOME GAMES LISTED 
MAY NOT YET BE AVAILABLE. 
PLEASE PHONE TO CHECK 
RELEASE DATES. PRICES MAYBE 
‘SUBJECT TO CHANGE! 
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conclusion. Now it’s time for those responsible for the three fastest times to gather up their 
video evidence and get it over to our offices for detailed inspection. 
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seconds off the record with a time of 3.06.16. 
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Archer broke the three minute barrier with an amazing 
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yes! Checkpoint q in Issue 8, the last to feature a top Laat 
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Time Attack competition... 


Pretty unbelievable really isn’t it!! What we will stress at this stage is that this is the 
UNCONFIRMED final result. We’ve yet to receive video evidence from any of the top 
result in immediate disqualifi- 


son immediately below moving 
Nightingale and the two runners-up get their 
to an all is well, we'll be showing you how these legendary times 
were achieved next month. 





THIRD PLACE: 
Andy Grant 
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but it's only the start. Each of five more puzzles gets a little harder. But this time it's 
ST ROR CS Cy AUC RUC MURCIA oe CTL 
With whatever options you want. Do you have what it takes? Then play to win! 

Contest. Win a blazing fast computer with Pentium 200 Mhz 
Pe MC UMA CC RA UOMO 
Video Game Contest. Play on the hi-tech cutting edge with this line-up: 
RRC CRT LCT int RAE Cg trae! Coats 
DRC Oe CeCe SMS Se Came CLC 
Pa RU ue me ee ET RU 


“A WRECK. 
TURBO, 
DREAM 
CHASE. 


(MAYSTERY WORD CLUE: 
WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT 





Media Rig Contest. The Ultimate Gaming Environment, 40 inch monitor, 
De ee ON aA AACN en oR OURS RY Eu CS 
Win Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 
ML Tee Ty 
Directions. Fill in the Mystery Word Grid with words a, PaCS ad 
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cea 
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each puzzle. We don't know how many will play but typically 55% will have the 
mie CPUS CRAM a Cae eRe OR ge Ae a 
DS MU Le CU Sa SU US LL 
SUC LeU cc Bee 


ENTER ME TODAY, HERE’S MY ENTRY FEE: 
(1 (£2.00) Computer Contest 

CL (£2.00) Video Game Contest 

CO (£2.00) Media Rig Contest 

CO (£3.00) SPECIAL! Enter them all (SAVE £3.00) 


WW anv i790 


Post Code 


CASH, M.0., COIN, OR CHECK Ti 
PANDEMONIUM, P.O. BOX 10452 
LONDON, NW3 4WE 


‘VOID WHERE PROHIBITED + ENTRY DEADLINE: POSTMARKED BY AUS. 17TH, 1996 + ENTRY FEE MUST BE INCLUDED 
Only one erry per person. Employees of Pandemonium, Inc. and its supphers ‘are ineinbe. Jodges decisions are final 
Where judges are ner the sponsor’ aby is iitedt the amount of entry fees paid. Not responsible fo lst, delayed or 
stolen mail Open to residents ofthe UK. You can request Winners List and Oficial Rules by wring Pandemonium, Inc. 
Merchandise names and models are trademarks oftheir respective companies who, along wth this magazine have no 
afflation with this contest. © 195 Pandemonium, Inc 
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action puts the power in your hand 


@ live longer, ei run faster, jump higher 
@ hundreds of built-in cheats for the latest blockbusters (and the best of the rest) 


e Built-in 2 Megs of game save memory..... 4 times the size of standard memory a 
@ optional PC link-up for the ultimate hacker bs 
@ add more cheats as new games are released een ie i 
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Datel Direct,Govan Road, Fenton, Stoke-on-Trent ST42R8. 


Tel: 01782 744707. Fax:01782 744292. Website and Email HTTP://WWW.DATEL.CO.UK. 
Allow £2.00 p+p. R - 
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NiGHTS instead, which we start playing at about midnight with a good cup of hot chocolate, and eventually abandonin = 


















time for breakfast. You might think this sounds a bit drastic but just you wait until you see it. Oh boy! NiGHTS aside, there A 
are some other fine games to check out this month, and the odd lame one of usual. 5 
So my darkling friends, peruse the stuff that dreams are made of! * 
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very so often a software house will 
spring a sudden surprise on you. This is 
generally when they've got something 
really brilliant up their sleeves which 
doesn’t need several years of constant 
PR to get your attention. When the pro- 
ducers know they've got something special in their 
hands they'll go to great lengths to reduce the 
probability of journalists finding out anything about it 
until it’s near enough to finished to be truly astounding. 
We didn’t hear about NiGHTS until four months from 
the end of its year-long 
gestation period, and 
given that it's from Sonic 
Team, you'd think Sega 
would be only too happy 
to start shouting that 
they were working on a 
big money new produc- 
tion. Well, they didn’t, 
and we're glad because it 
made the shock of seeing 
such an awesome title for 
the first time something 
quite tangible. 

You may have 
gathered through the 
extensive coverage we've 
given NIGHTS in previous 
issues that we think it’s 
corking. But then a single 
look at the screenshots 
would convince you of 








NiGHTS! big flappy shoes 
make ideal flippers for 
underwater navigation, Mind 
the reverse controls, though. 





_ The waitis over, and the suspected Game of the Year 
is ready for release, and review. So has it been worth 
all the wasted drool? Or could Nights be a major 
league embarrassment to all concerned 
(especially us, who’ve given it all this coverage)? 





that without us bothering to say a word. 

What makes NiGHTS so app: 
and feel. This sounds fairly simple, but a lot of games 
you'll see on the shelves, whilst competently 
programmed and enjoyable to play or even innovative, 
don't concentrate of how the player is going to feel 
when they're in the midst of playing it. The atmosphere 
of a game is often what elevates a title to classic status, 
and NiGHTS has more atmosphere than a 
fully terraformed Mars with loads of 
plants and animals and no pollution. 
Plus the control system is so instinc 
tive it pulls you straight into the 
action. This is one of those games 
that'll have you twisting around in 
your seat involuntarily mimicking 
the on-screen movements of 
NIGHTS. It transcends tho 
Sonic-meets-Ecco comparisons with 
its fluid snaking around 

The game mechanics are simple 
enough, the objectives you're set are easily 
understood, but miuch harder 
game designed very much with the arcade-playing 
reflexes and co-ordination crowd than platform/puzzlers 
Much like Sonic, strangely enough. 

Visually, NiGHTS is one of the most captivating 
games the Saturn has witnessed yet. The environments 
are rich in texture and detail, each level having a distinct 
individual personality. The animation is superb, and the 
bosses (most of which are HUGE) are worthy of particu 
lar note. The mad colour schemes the Team have used 
amplify the dream concept and give your eyes an 





ling is its concept 
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extreme rod/cone workout 
However, NiGHTS isn't 
without its faults. The 
Nightmareans seen in the 
main levels (of which there are 
only a few) are quite bland-looking and don't really do 
very much. Obviously in a game played mostly against 
the clock, enemies are going to have a limited impact at 
best, but more time could have been spent on 
making your foes look as good as 
everything else. The other criticism is 
that NIGHTS isn’t exactly what you 
could call massively difficult. Given a 
couple of days most reasonably 
accomplished gamesplayers will 
have clocked it. However, the 
incentive is there to keep going 
back to each level until you've ranked 
an ‘A’ on every one, at which point we 
suspect new game options will open 
themselves up although we're not sure). 
However, even if this doesn't happen youl still 
return to NiGHTS just for the joy of playing it, plus 
watching the Nightopians evolve through the A-Life sys- 
tem is very jolly. 
Basically, NiGHTS is everything it's cracked up to be 

A real showcase for the Saturn, massively addictive and 
totally friend-impressing (unless they've got a 
PlayStation, then they'll be sick). Whatever game you're 
thinking of getting right now, put it on hold and get this 
instead. You won't regret it 
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(BELOW) This is NiGHTS fooling around in a hidden secret 
subterranean cave. He'd better watch out though, as the ceiling 
collapses after a short while, dooming our errant NiGHTS. Not 
to be attempted with your slow-moving kid character. 





Smashing through the levitating snowballs on 
this stage yields top goodies. However, it's 
easy to snow-blind yourself with debris, 
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Here we see little NIGHTS flying through some hoops. Doing this doesn’t just 
reward him with all-important points, it also replenishes his Drill Dash attack 
bar. But you'd already know that if you'd read the Showcase. So do it now. 
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for one last 
outing on the Saturn. But , after four years, 
to 
Orisitjust destined 
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he Road Rash series has had a long and As usual, there's the 
successful history on Sega consoles. In _usual options of champi- 
fact, when it was first released onthe onship mode and one-off 
‘Megadrive way back in 1992, it e 






















less violence and a great 
And after the first version, 
get better and better, ri 
the awesome title tha 
released on the 3D0 
years ago. In fact, tl 
hasn't changed at a 
then, and it's large 
sion that makes it 0 
Saturn this month. 
So, for those of yo 
haven't had the pleast 


giving you the chance towin _ see an extra playable track. And, of course, we would 
easily have expected to see a pixel-perfect conversion of the 
se, if you've played Road 300 original. As it stands, this is a poor version of the 

e, you'll know that this is original game in that the tracks have been poorly recre- 
ellous fun, and it’s a pret- ated, almost as if the programmers just couldn't be 

ing affair too. However, the bothered. 

s to be raised as to Still, for all these criticisms, Road Rash still remains 
hese days of Sega Rallyand _a brilliantly playable game, that despite having no 
unless you own one, the : ], something like Road Rash new features is still fun enough to keep you playing it. 
son why you would have p de the thrills that we've cometo —_And, if you're really into this sort of game, there's no 
before), this version of Roa answer is, yes. Sort of. It's certainly doubt that you'll find it enjoyable. it's just doubtful that 
out in a variety of more urban st d it's pretty addictive stuff too, anyone would choose this over a racing game like 

town for instance. Which means justo . e an't help wondering whether the pro Daytona or Sega Rally or even Need for Speed. Overall 


Grannies. Yes, that's right, grannies, You rammers could have made a bit more effort to make {quite nice” are probably the two words that sum it up 
over, or dodge ‘em, it's up to you, although we know this different from the other versions, After taking so best. Can we see some new stuff now.please? 
the most entertaining option of the two. long to bring it out, we would have at least expectedto SAM 





This is the Sierra Nevada course. If you play in thrash mode, 
you can choose any course you like, although in race mod 
you'll have to go through them all in order. This is quite an easy 
course, as there's plenty of open road for all the riders. 
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best version of the game. Blaze around the world on your soused 
TA Ras eau Ce oe 
up another human competitor in the split screen two player 
cee 
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principle, but with loads more different races and plenty of 
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Megadrive games, except it was on CD format and had a grainy 
intro sequence. Still it was pretty good if you were the owner of a 
Mega-CD. 





Are these bikers or footie 
PR Od rae ee ee ec z , fans? It’s a bit hard to tell. 
Accompanied by music from real rock stars, a great front end and 
really, really fast play, this was one of the best games of its time 
Ce ue a eae eM eae ca 
much attention as it should have done. Still the best version, even 
eee re 


ROAD RASH MASTER SYSTEM AND GAME GEAR; 
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CUE a hee a ead \ These are your mates. As you 
and everything and you could just about make out the detail on can see, they all have rather 
ae eee Or oe eT large chins. 
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screen. Not the best way to be introduced to the RR phenome- 
ma ee 












Yeah, so why don’t you kill me, Eh? Well, go on 


then, Make it quick. AMM overall 
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BEAT ‘EM UP 
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nd after man had been annihilated, 
and the last survivors forced back into 
a state of neolithic existence, anew 
breed of fearsome hybrid species ruled 
the earth. The northern hemisphere 
was dominated by the ‘donkeysaurus’ 
and ‘sheepadon’, the burning hot central regions were 
filled with swarms of ‘sparrowdactyls’, and the icy 
southern landscape shook with the presence of mighty 
‘goat mammoths’ 

Unfortunately none of these majestic beasts 
appear in Primal Rage, although the plot of the game 
does follow similar lines. With man back in a state of 
bear-skinned savagery, the player chooses between 
seven different monsters and engages in one-on-one 
battles for global domination, collecting little human 
worshippers as they go. When a fighter defeats an 
opponent they take over their territory and also the 
vanquished monsters resident worship- 
pers, which don't really have a function 
other than to act as an alternativejte 
points. 

The seven m@fisters are all qditedif 
ferent in their way“@VeBg them couldibe 
classified as dinosaurs @fi@ kind, anche 
other two are ape musta gtgbut each 
monster has a large ange speci@igeat 
their disposal and a couplaigpfataliti as 
well. Armadon (a bit like a Sieasalfts) 
makes the most of its spike SBMiiaiipaling 
opponents with wild dives amgiliagme 
spikes, Sauron (a sort of GR@XNePSOUb 
primal screams and stuggoars, Eliza (a 
kind of snow ape) can freeze oppageis 
with its breath and summon ict {QE 
nowhere, and — well, youget tRespictuire 
It’s in trying to exeggte these moWemithat 
Primal Rage starts tBigrow-frustéating, 
The kind of combinaffons you'gepeetig: 
to put together are awk 
ward and fiddlyThis wouldn't realffige 
a complaint if you could customisé 
things to make the moves play eagle 
but you can't, and even reconfiguflmg the 
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Sauron demonstrates one of his special attacks, a 
kind of fire spit. Diablo looks confused. His attacks 
include a searing flame. 








joypad makes no difference. What makes things worse 
is that there’s no real depth to the gameplay. Once 
you've learnt a characters special moves and fatalities, 
that’s most of the fun over and done with. Rather than 
combatants reacting to each others strategies, Primal 
Rage is simply a matter of block, attack, block, attack ina 
really monotonous fashion 

The lack of thought given to the gameplay applies 
equally to the graphics and animation, Primal Rage 
looks more 16 bit than anything, the graphics quite ill- 
defined and the monsters moving in a blocky staccato 
fashion. This all goes to make up a title that should 
never really have made it onto 32 bit machines anyway, 
at least not in its original incarnation. Admittedly there 
are some nice touches, like the special some of the 
fighters can execute allowing them to eat the humans 
watching the proceedings, or the mildly comical nature 
of some of the moves like Chaos’ ‘power puke’, but all in 
all Primal rage belongs back in the less competitive 
world of the 16 bit machine 








ROB 









































a 
Sauron. He's also pretty nifty Led his hon cy 
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Will it go this way? Wil it 
go that? Oh the suspense! 


Blizzard takes on Vertigo. Vertigo seems to be getting the bet- 


ter of things here with his charming neck bite. 
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Armadon sits back to enjoy Chaos’ attractive 
power puke. Try this one at parties kids! 
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too dated to deserve the Saturn treatment. 
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the only redeeming feature is sharing the 
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hrough infinite spawn and having a 
very nice friend | was once given the 
opportunity to watch Magic Johnson 
play an exhibition match, and it was 
ace. However, only now do I realise 
that the travel to the UK was affect- 
ing his performance. For the Magic Johnson I saw 
executed any number of lithe set-ups and performed 
some incredibly graceful feats of basketballing. 

Now, having played Slam ‘n’ Jam, | know that he 
normally waddles up and down the court like he's ~ 
got a bag of onions sewn into his shorts and 
never jumps more than about four inches 
off the ground. Magic Irvin, and his 
equally famous (in America) pal 
Kareem Abdul Jabbar both make 
personal appearances in BMG’s new 
simulation of the basketballing 
phenomenon and, so it would 

appear, neither of them has the 
natural limb co-ordination they 

were born with. This, at least is the 
impression I've garnered from observ- 
ing their digitised counterparts lumber 
around the court in a manner more akin to a 

foul drunken tramp than a professional sportsman. 

But hey, animation maketh not a game (as they 
say) — NBA Jam isn't exactly the sleekest of sports games 
and that sold by the lorry load. Sadly for Slam ‘n’ Jam. 
though, quality do maketh a game, and this is where 
8MG's latest endeavour falls short. Every basketball 
game basically suffers from a similar fault, and that is 
that the sport itself, whilst fascinating to watch, is very 
simple — which often makes for a limited gameplay 
scope when translated 
to computer game 
form. Some attempts 
have been made to 
add more strategy to 
arcade-type conver 
sions, or give more 
scope to players’ abili 
ties, but for the most 
part home basket 
balling is a case of 
each team taking 
turns to run up the 
court and score. Whilst 
Slam ‘n’ Jam fulfils this 


















Basketball has traditionally been a 

barren plain for the gameplay crop. So 

how does BMG’s new settler settle in? 

Is it set up for success? Or merely 
unsettling? 





precis adequately, it just doesn’t make for an excit 
} ing game. 

All the trimmings you'd expect are in place, 
from the reams of stats through the large-scale 
licensed players —they just don't really seem that 

¥ impressive. Even the running commentary (which 
should still have at least novelty value) is bland. It 
sounds like younnon-basketballing dad is sitting in 
the room trying to sound cool by making comments 
about the game, saying things like “Ooh, where's the 
defence?” or “He must be on springs!” when some. 
body makes a jump. Perhaps unsurprisingly this 
starts to grate after the fiftieth hearing. 
Of course, as is often the way with 
these things, it’s not all bad. With other 
human players in tow Slam ‘n' Jam is 
a far more rewarding experience. It's 
not that the game itself is awful, it's 
justbased aroundaa pretty shaky 
premise that requires an element of 
competition to resuscitate. But even 
then Slam ‘n’ Jamis unlikely to keep 
you occupied for more than a couple of 
days, even taking the special moves and 
other trinkets into account. 


Given more moves, a more defined strategy ele- 
ment, sharper graphics and cleverer artificial intelligence 
Slam’n’ Jam could have been an exciting product. As it 
stands it’s just an average basketball game of no real 
interest to anyone without an over-riding passion for the 
‘sport —and even then it’s more Hit ‘n’ Miss than any: 
thing 








|, looks like that chap’s just scored a goal. Well done, that 
lad. | bet your old PE teacher’s proud of you. 
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Lord only knows what Charity Stripe means. But it's some kind 
of penalty free throw. In fact, two throws. 


By the way, did anyone see the footy last night? What a corking 
game, eh? 4-1. Who'd have thought it. 








IT'S THEM BLOKES OFF THE & 
IDIOT BOX! i 
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The superstitious players fled in fear from Kareem’s voodoo floating magic. 








[FLIGHT SIM/SHOOTER | SIM/SHOOTER 


ep, it’s the future again, this time a 

further millennium down the line into 

3037. Things are, as you'd expect, 

quite different. Human brains pile 

down the conveyer belts waiting for 

their corporate-genetic identities; 
some are channelled into the administration syn- 
dicates, others into cyber-technology industries, 
and the really unlucky ones are mistakenly cov- 
ered in chocolate and stuffed into boxes of Milk 
Tray. Thankfully it’s not all change though. 
There’s still plenty of war and violence to make 
your Twentieth century kid feel at home. 
Obviously, the goalposts have changed in terms 
of the enemy ~ Earthlings now more suited to 
inter-galactic bickering — but for the pilots in the 
Fednet Space Corps, of which you are one, there’s 
still plenty of action. 

As part of the Corp, it’s your job to ensure the 
galaxy remains a place of relative order and securi- 
ty. At present it’s being threatened by rebels 
armed to the teeth with fighter squadrons, huge 
cannons and a variety pack of assault missiles. 
Fortunately, being part of the wealthy establish 
ment, you're given control of a 
Predator Mark IV attack vehicle 
which comes complete with its 
own range of weapons and 
defence systems 

Starfighter 3000 is at 
heart a shoot ‘em up, 
although it's fair to. 
say it has a fine pair of 
flight simulator lungs 
as well. This is at first a bit off putting, The con- 
trols are incredibly sensitive, a light tap of the 
joypad capable of sending your vehicle into excit- 
ed swirls about the ether, Once you get used to 
this control method things get far less frustrat 
ing, although now and then there are still times 
when you wish it was a 
little less touchy. The 
flight sim element is 
confirmed by the way 
in which the action 
kicks off, your primary 
mission being simply 
to dock your plane in 
the mothership, some- 
thing that proves far 
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contained in time past, then all time is 
. As for Starfighter 
je ——— 3000, it's here today, gone tomorrow! 
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more difficult than 
you'd think. After this 
you are given a num 
ber of simple missions 
to earn your wings 
before you take off into 
outer-space to take on 
the enemy in greater 
numbers 

As Starfighter 
3000 progresses it 
becomes more like a 
straight-forward shoot 
‘em up, the player using 
the map to locate tar- 
gets and then making 
the most of their air-to- 
air and air-to-ground 
missiles in an effort complete their objectives. 
There are plenty of pick-ups in the way of extra 
energy and weapons, and 
quite a neat bonus sys 
tem. Pick up the icons left after 
something has been destroyed 

and they rack up at the bot- 
tom of the screen in the fash- 
ion of a fruit machine - if you 
get a winning sequence you earn an 
upgrade for your ship, 
The graphics in Starfighter 
3000 are actually a bit disap- 
pointing. Everything looks very 
polygonised, enemies exploding in blocks, 
buildings all blocky triangles and squares and even 
the earth itself exploding like a chequered chess 
board. If | was feeling generous I'd say it’s all part 
of the game's style, but I'm not so I'll say instead 
that it all looks a bit too much like the 300 from 
which it was converted. 

More than anything, Starfighter 3000 suffers 
from being boring. Technically it’s proficient 
enough and the difficulty level means it’s no 
pushover, but the action plods along with an 
unerring predictability, the missions varying very 
little from one another. As a shoot ‘em up it lacks 
pace and easy accessibility to make it great, and as 
a flight sim it Jacks depth. As a result, Starfighter 
3000 floats about tepidly in between 
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There a plenty of slow and majestic ealies in Starfighter 
3000, not at all like the hellish reality of blood meshed with 
metal and bone and the screaming! Oh the screaming! 
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Our valiant hero ventures into the land of the floating crunchie 
bars...but horror! Where's the chocolate coating? Abandon ship! 
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action is a tad monotonous. Not a disaster 
by any means but lacking in thrills. 
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S Gold have got the right idea about 

licensing. At the moment everyone 

in the country has become strangely 

football obsessive, but by the time 

you read this the European champi- 

onships will be over and all those 
games which depended upon the topicality of the 
event will be languishing in post-license depriva- 
tion. However, USG’s (probably extensively pricey) 
license will still have months to run. Or weeks. But 
anyway, they certainly score points for endorse- 
ment longevity if nothing else. Although, thinking 
about it, if England actually win the Euro tourna- 
ment, all the Euro games will sell for about a hun- 
dred million years. They'll be souvenirs. 

However, here at Saturn Mag we're not arsed 
about this merchandising big-business business, oh 
no, we're The Untouchables of the games critique 
community, not to be swayed by flashy namesiand 
large budgets. So, other than to say it’s a pret 
ty clever idea to market your football game, 
we'll shut up about it. What you'll be wanti- 
ng to know, inquisitive little gaming beavers that 
you are, is what it's like. Well 
it’s like almost any of the 
other footie games the 
Saturn has spawned in recent 
weeks. It's got twenty-two players 
and numerous camera angles. In 
fact, you able to select the angle of elevation of 
your camera, how it swings around the field (or not) 
and all sorts, meaning there should be a favourite 
camera angle for everyone, except really really hard 
to please people. The distance the camera is posi 
tioned away from the field dramatically alters the 
amount of the pitch you can see at any one time - 
and resultantly the size of the players too, from 
large and highly visible to titchy, almost Sensible 
Soccer-esque tinyness 

Indeed, Olympic Soccer is heavy on options 
throughout. At every point during the game you're 
able to access numerous 
options screens and 
change the rules and 
parameters of the game 
to suit your tastes. 
They're presented by 
way of a rather natty 
revolving-football-slices 
series of rotating icon- 
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Select your teams 



















Oh they’re football game crazy, they're football 
game mad, those football games they have 
taken away the ~ 
they’re software houses, and they’ve got yet 
another soccer title out. So 2 





















































——2 ome 


based menus, This makes a pleasant 
change from the usual text-highlight 
ing action and is indicative of the 
attention lavished upon making 
Olympic Soccer look professional. 

The same proliferative attitude 
to choices pervades the play modes 
too. There’s Arcade mode, where your 
selected team fights through from 
the most feeble contenders to the 
top-ranking players in a knock-out 
style. There's two-player head-to 
head, which is self explanatory. 
There's also the Olympic mode, 
which splits all the contenders into 
groups and plays them off in the 
same way as the real Olympics. You 
can. invite a second player to join you 
on this quest. 
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The game itself is a side-on view 
affair, with slightly more 
than the usual number of 
moves. Along with passing, 
shooting and chip- 


> ping Olympic 


players are mas- 
ters of dives, 
jumps and backheels, all of which are espe 
cially useful as defensive manoeuvres. It takes a bit 
of getting used to how the players operate (and 
the teams for that matter, all of which are differ- 
ent), but once you've got the hang of things 
Olympic Soccer proves itself to be a speedy and 
challenging conversion of the popular grass sport 
The trouble is that it's arrived a little late in 
the day, after the mighty Power Soccer and the even 
mightier Euro ‘96, along with a slew of less presti 
gious titles. Olympic Soccer is certainly above the 
average standard for the crowd, but the biggest 
likelihood is that if you're after a soccer game you'll 
already have scooped one of the big two. Whilst, 
Olympic Soccer does stand up in terms of playability 
it’s hardly the most technically impressive or innov. 
ative title in the arena, and that goes against it in 
the current gaming environment. It also makes the 
now-standard mistake of dragging a famous com 
mentator in to sample about three different phras 
es, which are then repeated robotically throughout 
the match until you inevitably turn them off. 
Whilst | don’t think anyone who bought 
Olympic Soccer would be disappointed with it, | do 
have a feeling that most gamers would rather go 
for Euro ‘96 ~ not merely because it looks better, 
but because there's more to it. However, this is a 
fine effort from US Gold and let's hope they find 
more use for this excellent game engine, Give it a 
go, but compare it to a couple of competitors before 
making a purchasing decision. 
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The players flee in t 

ror as a giant Shearer 
towers above the 

pitch, reaching to the 
heavens to grasp the 
Goodyear Blimp on his | 
destructive trail! 
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(ABOVE) Too right, the ref's hair is 
pretty awful. He looks like someone's 
melted butter all over his scalp. 
(LEFT) This might look like some drunken 
player falling over while in possession but 
it is in fact an overhead kick. 


LET’S SEE THAT AGAIN AND AGAIN AND AGAIN... 


Akin to many sports games, and fighting games, and racing games — look 
Ponca eee Gn ecrecm ee cc nC 
replay facility. This may be turned on or off at any point before or during a 
Peet ee ULE a eC eer eo ay 
Ca ee cnr cue ee re ene 
arr ecn ee CUR Cus Ch eT Se ees 
to alter the camera angle and speed of the replay, and rewind it as many times 


as you like. If you're really sad. 
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A shower of crimson blood follows in be 
the wake of Razoriok, demon of tackle 85 


hell. Not really. It's a player indicator, 








ishing happens to be 
one of the most popular 
pastimes in Britain 
believe it or not. Many a 
soul finds a touch of 
karmic quietude sitting 
ona river bank casting away, or wading 
through a velvety stream, lost to the 
hypnotic ebb and flow of water. In fact, 
for many, catching a fish simply adds a 
little peripheral excitement to the day. 
Obviously a fishing sim can’t be quite 
as pastoral and romantic as this, and 
Sea Bass Fishing fills in the scenic gaps 
by putting the player in the role of 
champion angler — well, potential 
champion at least. Rather than a brook tucked away 
deep in the Shires, the fishing takes place along 
estuaries or out at sea, with competitors clambering 
after boats and captains to take them to the 
renowned fishing hotspots. 

You can forget things like maggots or fly fishing 
as well, because in the hunt forthe elusive Sea Bass, 
players make use of ‘lures’ instead. A lure, in case you 
don't know, is a metal bait that looks like a 
fish and is designed quite literally 
to lure a fish. Using a lure 
involves mastering a tech- 
nique where, rather than 
simply leaving the bait in 
the water and waiting 
for a bite, you have to 
constantly reel it in to 
the attract the lively fish. 

There are lots of 
other things the percep- 
tive angler will want to take ~~ 
into account as well like the 
weather conditions — rainy ~~ 
weather for example makes the fish 
very active — and the tide which affects the number 
of fish likely to be drifting about, Having to learn all 
this stuff, as well as the various techniques involved 
in bringing a fish in, are what makes Sea Bass 
Fishing fun to play at the outset, even if you're not 
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By moving the rod from one side to the other as you reel it in, 
you stand a better chance of getting a quick bite. 




















by thunder they were wrong! 


catching much. It's kind of like 
learning the rules of American foot- 
ball by playing John Madden's. 

Once you feel fairly happy with 
your technique there’s the chance to start 
Playing in the tournaments. For rookies 
there's the amateur tournament which only lasts 
over a day and involves a more mediocre standard of 
angling. If that starts to get too easy then it’s time to 
move on to the top pro tournament which is 
spread out over three days. For those experts 
who can reel enough sea bass in to feed 
the five thousand, the Sea Bass Classic 

tournament will decide which is the 
messiah among them. 
Before you head off to one of the 
many destinations on offer, there's a 
decision to be made regarding who's 
going to captain your boat. There are 
three captains to choose from, and to be 
honest | didn't really notice a great deal 
of difference between them, apart from the 
father obvious fact that one looks like Captain 
Birdseye, one resembles Sarah Bryant from VF2 and 
the other looks like Kojak. They act as advisers — 
telling you the best spot to cast your line, suggesting 
different lures and forecasting on the kind of fish you 
can expect to be coasting about 
Despite the fact that the sea bass is the fish in 





They said it couldn’t be done. They said it 
made about as much sense as a post-pub 
interview with Oliver Reed. They laughed 

and jeered at the idea of a fishing sim. But _¢ 
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A LOT OF SHALL FISH GATHER 
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favour, there are loads of other 

types out there if you fancy 
catching them, things like mul- 
let, tuna, eel, yellow tail and lots of 
fish peculiar to Japanese waters 
alone. Once you haul one in it's weighed 

and measured by your captain and goes down in 

your log book. You can even fish for dolphins, 
although before everyone mounts a protest, | should 
add that it’s a dolphin fish rather than the Flipper 
variety, 

One thing should be stressed when talking 
about a game like this though, is the rather limited 
fan base it’s likely to have. Once you're casting away 
there isn’t a great deal to feast your eyes on, and 
what there is, isn’t exactly spectacular. Quite a lot of 
people will look at this game and think it's a bit of a 
novel waste of time, in much the same fashion as 
some people would despise golfing games (the con- 
trol method in Sea Bass Fishing actually involves 
some similarities) or RPG's. | thought it had a certain 
charm though, especially considering the fact that, 
after playing it, | felt I'd learnt something about fish 
and fishing. In addition to this, | was impressed by 
the intelligent way the programmers handled what 
has to be one of the most uncompromising sports in 
terms of its incompatibility with the console. 
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This is the one that 
everyone wants. They 
tend to hang out near sandy beaches or 
the river mouth. 





These fish, peculiar to 
Japanese waters are 

normally found in the shallows along the 
coast 




















unusual fish 
one, and catching 
it involves using a unique rod. Difficult to 
catch | tell you 










Mackerel tend to 
swim just about any: 
where and at any depth but near rocks is 
a good spot to look 
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Choosing which area to fish in affects the kind (Above) These are your lures. Their colour, 
While this fish doesn’t of fish you're likely to catch. The area on this _size and propensity to either float or sink will 
feed on small fish, it’s map that isn’t highlighted is for professionals. determine the kind of fish you'll catch. 
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That’s right, after giving up a life 
‘on the San Francisco police 

force, Kojak became a fish guru 
of the most eminent order. 







EH Te 


Uae eee 
Deeds ala 





It’s often worth checking up on the radio to see where other 
fisherman are out and about and whether there's better catch- 
es elsewhere. But here this ~ once the rumour goes about that 
there's big fish to be had, it's a rit I tell you. PEeee 72 eer 
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Well 

isn’tit. Imean, 
known game involving a 
that 

That’s it. Pinball 





















P It’s apinball sim 
? It’s pinball, the well- 
, and things 
. And err, well, a table, oh yea, a table. 
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t's a debate that rages along the 
annals of the most prestigious oak 
panelled corridors. It’s caused mali- 
cious fights between eminent pi 
cal overlords in pipe-musked studies. 
And it's the reason the world still 
lives under the shadow of nuclear Armageddon. 
That’s right - pinball sims: genuine console experi- 
ence or a bit of acon? 

Whichever side you stand on the pinball sim 
debate, one thing's for sure and that's a pinball sim’s 
inevitably static quality. If you want to make a pinball 
game as realistic as possible there’s not really much 


that playing pinball generally consists of 
only one table anyway. But then, if Id 
wanted pinball as realistic as that I'd 
probably opt for the thing itself. 

The plot — or rather the theme — in 
Pro Pinball involves intrigue on the inter 
net, the title screen revealing a dark mys: 
terious woman, eyes full of tyrannical 
destiny and hands probing at what looks 
like giant spearmint lozenge. It’s presum- 
ably her silky tones on the voice-over 
telling you about that extra bonus ball 
you just got or that the game's over. And 








you can do in the way of alternative gameplay. You 
can hardly expect special attack moves, virtual racing 
sequences or mine cart levels. Where pinball is con 
cerned, what you see is 
very much what you get 
This is true of Pro Pinball 
more than most other 
pinball sims, featuring as 
it does, simply the one 
table. Whether this was a 
bit of an oversight where 
the programmers were 
concerned, or whether it 
was because Pro Pinball 
started out as a PC title 
(where you could proba- 
bly update and change 
the table with add on 
disks), is largely irrele. 
vant. For Saturn owners, 
one table it is and unfor 
tunately the game suf- 
fers a bit as a result. With 
something like True 
Pinball the player at least has the chance to master 
four different tablesThis however is the only real criti- 
cism | have of Pro Pinball. Purists might even argue 
that it’s a bit of an unfair one considering the fact 





a* he 


Ever since | was a young boy, I’ve played the silver be 
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0! No! No! NO! | refuse 
to do it! | will not be so predictably bland! Instead I'd like to talk about how pop 
culture constitutes, as Foucault would put it, a definitive transition in... 


to satisfy other meanings in the subtitle, ‘The Web’ 
there's also a spider knocking about in there some. 
where. But when it comes to the crunch this is classic 
pinball stuff with the player trying to get the ball over 
ramps, along wire rails, through tunnels and rebound. 
ing off bumpers. 

There are bonus games which are displayed on 
the mock dot matrix screen at the back of the table 
and some of them are good fun. For example, there's 
one where you have to use the flipper buttons to 
explode approaching mines but avoid destroying the 
numbers that also float towards you. There's also 
other stuff like sequences involving multi-ball action 
where three or four balls go rolling round the table 
enabling you to really rack up the points, 

The most fundamentally important thing with 
pinball games is naturally a realistic sense of inertia 
on the ball and as far as that's concerned there are no 
complaints with Pro Pinball. This, coupled with the 
right kind of sensitivity on the flippers, means players 
have the chance to perfect their skills, but can still 
suffer a spot of bad luck from the erratic movement of 
the ball 

Allin all, this is a decent enough interpretation 
of the game itself, let down only by the exclusion of 
different tables to variate the action a little. 
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pinball machine to use electronic sound effects. 
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The bells, the buzzers, the 
lights! And that's just in my 
head you know! 

Cray 


risen 
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Oh yes! Choose which angle you'd like to play 
Pro Pinball from according to your height. 
Dwarfs = low, and, well, guess the rest. 


Deg ed 
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games as we know them, they were actually called 
bagatelle games, the ball dropping into holes to score 


Pinball; the first chance cafe for many a child bunking school, 
but don’t bunk off school ok? Those R.E. lessons will prove 


It's Bruce 
Jam and Stiff Litti 
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done, and this certainly is pinball. Some 
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The fabulous 
available to purchase, and once 
, you too can experience the 


from the collective 
genius at Treasure. In one 


through to the 
presents all the 


HERO CHEATS APLENTY!! 


The Japanese version of the game (but in no other versions, sadly) boasts numer- 
ous features and gameplaying delights for your heightened pleasure. Let's run 
through some of them, shall we? Firstly you've got the debug mode, which is acti- 
vated by highlighting the top option (the dip switch) and pressing A+C+Y together. 
As if by magic, a new Debug option appears ‘ping!’ at the bottom of the screen. 
Enter the new screen, and all of the options are in English (handy for those 
without Japanese script knowledge), and from this 
screen, many fine options can be tweaked. All char. 
acters are available in verses mode, a level select 
appears in story mode, you can max out your 
character in story mode, and the collision 
detection boxes can be shown by pausing the 
game and pressing L. Want to refill your energy? 
Then press X+Y+Z during story mode. 
Finally, here’s a stage skip during story mode: 





There's a number of interesting little tid-bits to discover in the English ver. 
sion of the game too! First of all, try finding the hidden Coliseum; the 

finest way to build up party experi- 
one, take the third 
ce, begin the level and 
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or fourth chi 
























Forward one stage: RaStart turn right as soon as possible, jump 
Forward two stages: ReAdStart to the distant plane and wander 
Forward three stages: R+BsStart until you reach a small wooden 
Forward four stages: R+C+Start signpost. This will take you to the 
Back one stages: ReL+Start Coliseum where loads of hardened 
Back two stages: R+L+AsStart troops can be culled! 

Back three stages: Re+L+BsStart 


Back four stages: ReL+CeStart 
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you'll soon be able to choose a whole army of chaps! 


ALL FOR ONE 


A total of 45 characters are available to be selected, 
and you'll have to find every single level in order to 
save them all to your memory. After a mammoth 
playtest you'll soon find most of the heroes, but 
three characters may still elude you; Super Han, 
Selena and The Undead Hero. Super Han becomes 
available after you've tramped through the first 
level, taken the third choice on the second level 
and the second choice of path. Find the Undead 
warrior with one arm and kill him. After this, you 
can pick up his weapon, turning Han into a huge 
hulking brutel! Next is the sexy Selena who 
becomes part of the team after you've completed 
the game for the first time, and the Undead chap 
can only be controlled after you've found everybody 
else! Happy hunting! 


@: o THEUNDEAD 
sit 


From the lower vaults of the crypt of terror, this 
agent of death rises to help our heroes! Hooray! 
= 
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‘Striding into the fray clad in bright crimson 


armour, she is a fast and powerful amazon queen! 





‘SELECTABLE CHARACTERS ONCE YOU 
HAVE COMPLETED THE GAME. 
‘THE STAGE AT WHICH THE CHARACTER 
CAN BE FOUND. (E.G. Stage 2) 


‘SELECTABLE WHEN ALL THE OTHER 
CHARACTERS HAVE BEEN COLLECTED. 
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Razor Ramon can perform the biggest combo of the lot — 
24 hits in a row! It’s good to look at and does loads of 



























Each character can perform some incredible multiple-hit combos, but they take 
some learning. Here are some of the best for each character. 

When your COMBO bar is lit up, you must first get your opponent in a headlock 
and tap Forward twice. Then press the first button in the combination to start 
it off, and tap the next in the sequence repeatedly. As soon as the second move 
begins, start pressing the next button repeatedly. Keep doing this until the 
sequence is complete. It takes some practice but is well worth it: 

Also, to get a character selected for you at random, press Up and Start together 
on the character select screen. 
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Try it before 


Rent any latest release from just 
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GUNGRIFFON 


These cheats should all be entered on 
when the “Press Start” message is shc 
To remove the auto aiming and the target marker, press \} 
Left, Right, C, A, Start wy 
To make the game harder by ng the power of the 
enemy attacks, press Down, C, C, A, Start 

To make the radar only show friendly targets, press 
B,B, B, Down, C, Start 


creen 















OPERATION BLACKFIRE 


Enter all of these 
For full fuel a 
Down. Then press 
refill 

To get a level skip, press and hold these buttons in 
order: C, B, A, n release them in this order: 





eats on the title screen: 
gy, press L, A, Z, Y, A, Down, 
tart twice during the game to 































ACL Up.N n playing, hold A, B, C, and Up, One of the options not usually available in the UK version of the game is the 
then press ip a stage. league mode, To access it, go to the title screen and press B, A, C, Up, B, A, C, Up, 
For invinc ss and hold A, B, and C, then then press Start. The new option will now appear. The only problem with it is 








release them ir 
then 
release X. 


nis order: C, B, A. Now press B, A, B, Y, 
ss Up, then hold Down and 


that it hasn't been translated from Japanese and is very difficult to understand. 
Another added bonus for the UK version only is that there's a hidden dance 
remix of the Baku Baku Animal music on the game CD! To hear it, go to the 


Saturn’s CD player and play track 24! 































Rubbish pilots need worry 
no more, Just use these 
cheats to save yourself. 





The bangin’ bass of the 
happenin’ hardcore choon 
pumps the balls to the maxt 


MANX TT SUPERBIKE 


This is one of the best cheats you've ever seen in a video game! It lets you play 


the game as usual, only you're all racing on sheep instead of superbikes! Follow 
these instructions carefully to access it 


1. Go to the transmission select screen 

2. Press Up shift twice, then Down shift twice 

3. Bank the bike Left then Right 

4. Pull the brake, then accelerate 

You'll hear a sound and when you start you'll be racing on a bleating sheep! 





Unfortunately, the hidden League Mode 
hasn’t been translated from Japanese and is 
therefore a bit difficult to understand. 

Unless you're Japanese, of course. 





you buy it. Stats 


3.49 for three evenings 
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W e've been raving about this title for months now, and when it was first 
released in Japan, it seemed as though Sega Europe were a little reluctant 
to give it a UK release, probably due to it’s niche appeal. But, someone down at 
their HQ has obviously had a change of heart, as it’s been deigned a release this 
month (albeit in a somewhat rushed style). Anyway, if you fancy the idea of 
climbing inside a huge robot then smashing seven shades out of another, equally 
huge robot opponent, then this could be your ticket to the gaming version of 
those sumo wrestler fighting things that you see at the fair. 

Luckily, there’s nothin, the Saturn and as well a 
a pretty original title for the machine, it’s a he best games of its type ar 
The graphics are really impressive, with huge, clunking robots and s| Mv oe YES! And very fruity itis too. 
the top explosions! There's plenty of missions to complete, each wit 
terrain and set of tactics to be used and each with a different array 
n down is its slightly 
‘ouple of pl 
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In fact, the only thing that lets Gungrif 
awkward control method, although a a 
this becomes much easier to handle. Any 








y, the game's brilliant 
atmosphere more than makes up for the slightly cumbersome 
controls, and when you launch explosions on to the ener 
really feel like you're causing some damage 

Gungriffon isn't for everyone, especially peopl 
to be able to get into a game immediately and can't be 
ning a new set of controls. But if you can persevere for eve 
couple of goes, you'll soon get used to it, and after that all yo 
be bothered about is the size of your explosions! Absolutely 
ble for any strategy or complete carnage freak, and pretty 
essential for everyone else too, 
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It might look a bit too sim 
like but it plays ace! 


Ba ~ Being a mech-warrior is a full time job you know. Even when 
. we're all tucked up in bed the night vision keeps it busy. 


Try it before 


Rent any latest release from just 
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W ell, this is surely evidence enough that summer does indeed exist. Yep, you 
can be sure that over the next couple of months there will be tennis, cricket 
and baseball games released on everything. But, there's a bit of a problem with 
baseball games in that despite releasing dozens of videogame titles over the last 
couple of years, no one really cares much about baseball in this country. So, where 
American fans of the sport go bananas over the authentic players and realistic 
atmosphere, us Brits remain decidedly unamused about the whole thing. 

But, despite the lack of a real baseball following over here, a few baseball 
games have done marginally well, just because the gameplay is pretty good. The 
problem is though, that even if you use loads of fancy graphics and multiple camera 
angles, the meat and potatoes of the title is still just hitting a ball around a field 

Which is exactly the problem with Big Hurt Baseball. The game plays well 
enough and it's even really good fun in two player mode ~ but there's nothing on 
offer that's different from any other baseball game around. So if you've got one, 
you've got them all. But if you haven't, you might just be interested in this. 





































It’s America’s number one 
sport. And Big Frank! 





BY VIRGIN 





fter the storming success of Firestorm at the beginning of the year, it 

was only a matter of time before everyone else got their helicopter 
titles out on the shelves. But surprisingly enough, Blackfire was released way 
before Firestorm. It was out in the States last year, although it was a bit of a 
low key release by Sega of America. Anyhow, Virgin have snapped it up for 
the UK and have probably released it at just about the right time - after all 
there's not much else like this being released at the moment. Luckily, the 
game's not bad either. Your mission is to, yes you've guessed it, save the 
world from a potential alien invasion! And to do this, you have to blow tons 
of enemies away. Bear in mind though, that when we say tons, we mean 
tons. At times it seems a little unfair that there’s quite so many things to 
kill, and in this case this is what makes the game 
so damned annoying - the difficulty seems irrele- 
vant when there’s so many things to destroy. In 
addition to this, the graphics, while perfectly ade- 
quate, aren't exactly awe inspiring and even look 
a bit messy in places. 

Overall, this will serve you well enough for a 
short time, but it’s not something you'd come back 
to time and time again. Unless you love helicopter 
games that is 


you buy it. 


3.49 for three evenings 
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aay! The pantomime stars of the sporting world have returned yet again to restore 

glory to the gaming world! Donned in little more than spandex knickers and ridicu- 
lous hairdos, this peverted posse have dominated the carry-on style of game for years, 
and this new, updated version is no different! Of course, with this being on the Saturn 
and everything, the graphics are loads better than they ever were before and the moves, 
although carried out in the same way also seem more spectacular. As you'd expect, all 
the old WWF favourites can be found in the game and there's the usual choice between 
tournaments one-on-ones and tag team play. And, while this isn't going to have beat ‘em 
up fans leaping around the room in uncontrolled ecstasy, anyone who's up for a bit of fun 
rather than totally serious button-pounding will find this brilliant. 

It's a shame that more human players can't be controlled at once (two players 

are the maximum allowed) but WWF still stands up as a brilliant title that, despite 
a ridiculous licence is surprisingly playable. 





M 





lien games are certainly flavour of the month at the moment, although it’s 

probably fair to say that the Saturn hasn't had quite as many alien titles as 
other machines. Anyway, Shockwave Assault is the usual story of alien invasion on 
some far-off planet or other, where an expert team have been drafted in to restore 
peace and order through huge amounts of violence. And yes, that does mean that 
you get a fair smattering of movie style interactiveness, and as usual, it’s complete- 
ly useless and pretty cheesey too. 

As for the gameplay, well, it's hard to say really. This did well on the 
300, but maybe that's because they didn't have many of these types of 
Hello there. My name is Dr, games around at the time or something. It's certainly not much good on 
Klien and I'm afraid what the Saturn. All you ever seem to do is roam around barren landscapes, 
you're looking at here is > targeting tripod type enemies then blowing them away. There's not 
what's known in the profes- See enough stuff to kill to make this a riveting adventure and the game's 


‘sion as a ‘lame dame’. atmosphere is incredibly dull. 














eed for Speed was certainly a huge success when it was released on the 300 acouple [MMgne> tua 


of years back. Why, people even went out and bought a 3D0 simply for the privilege a0 Coe 
of playing this game alone! But, people have become bit more cynical since then - the og A ee 
idea of splashing out on a machine simply for the pleasures of playing one game have ail 


sadly gone. But, luckily this doesn’t matter too much, as EA have decided 
to release this across most of the “next generation” formats (apart from 
tthe Jaguar for some strange reason) and after a storming start on the 
Playstation, they're hoping for big things with the Satu release, 

‘And, to some extent, that's just what they've got. After all, this is 
pretty much the same release that was seen on the 300. But despite 
standing up well in the gameplay department, the graphics are begin- 
ning to look a bit dated. Actually, maybe that's a bit unfair. It's proba 
bly more to do with the fact that other racing titles such as Sega Rally look so good 
that everything else has a hard time measuring up. Fans of the in-depth driving sim 
approach will still get a kick out of this, but for most it’s a bit too old-hat. 
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he head of Sega’s top R&D department AMa2, Yu Suzuki, has been 

playing a game of cat and mouse with the VF hungry punters of the 

world! Five months ago, he presented the world the latest addition to 

the VF family, Aoi Umenokoji. She was very impressive with her tradi- 
tional Japanese dance routines and realistic Aikido-esque moves, but not even this 
kimono-clad lass will prepare you for the latest VF fighter. Brace yourself as Sega 
‘Saturn magazine presents you the Sega equivalent of Tekken’s Ganryu, Taka Arashi. 
Taka Arashi is indeed a lard ass of gigantic, almost unbelievable proportions. So 
what do we know about this mysterious Mr. Arashi? Read on 


MOVE OVER E.HONDA, 





Taka Arashi was unveiled at the Tokyo Toy show where Mr, Suzuki went on stage to 
present his latest creation to the press and the public. When questioned as to why 
AM2 chose to use sumo as opposed to other disciplines that the VF series hasn't 
covered (like Shaolin), his answer was quite straightforward. In the previous 
Virtua Fighter games, the team used mainly the Chinese arts as a base for the 
characters fighting styles as such as the Mantis Fist and Enseiken, and AM2 felt 
that it was about time that a few Japanese arts was introduced into the 
series, hence the new contestants utilising Aikido and Sumo. Sumo has 
been used as a style in previous games like Street Fighter and Tekken but 
they never really conveyed the gutsy and indeed very strong 
techniques of the sport “ 
AM2 promise that Arashi will be quite mobile, but obvi 
ously not on par with the likes of the Bryant siblings. If AM2 
manage to live up to the standards of their claims, VF3 is 
going to be a game of unmatched realism! Of course, 
we'll be keeping you updated on this title and next 
month, should be able to bring you some in-game 
shots of the new character! Stay tuned, fact fans! 





‘Yu Suzuki demonstrates how his 
new character will move. 
Probably. 
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“Olympic Summer Games is just excellent and should be 
on every sports enthusiast’s list of games to buy!” 91% NMS 


Bring all the drama and anticipation of the Atlanta 1996 Olympic Summer Games into 
your home. Choose to represent one of 32 Nations in this most prestigious athletic event. 


Challenge the world’s finest athletes in 10 of the most exciting competitions across track, 
field and shooting events with up to 8 players. Practice mode and three different 
competition skill levels will strengthen your ability to go for the ultimate victory! 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out to all the people who make this possible. 
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People interested in helping us out, in whatever way possible. 
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We are only interested in preserving classic magazines 
that are at least 5 years out of print. 


We have no desire or intention to profit from these in any way. 
So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 
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